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Introduction 



This is your first step on the path to becoming a support. The road will be 
winding and treacherous, but at the end you'll be rewarded. Your mind will transform 
into an analytical machine capable of plotting the destruction of enemies within mere 
seconds of encountering them. Your body will follow suit and provide the strength 
needed to execute the downfall of opponents and more importantly, the rise of your 
ELO . Stomping games will become second nature, and the games you do lose will 
fuel the fires of your quest to be the best. 

The Art of Support serves as an extensive support guide specifically geared 
towards solo queue , however many of the strategies explored are also relevant in 
competitive League of Legends. The strategies compiled within this book have been 
gathered from my experiences of over 2,500 (~ 1,000 challenger) solo queue games 
during Season 4. While in challenger, I peaked at roughly 500 LP. Underlined words 
are included in the glossary, located at the back. Read this book from cover to cover 
or simply hop around to the most intriguing sections. Feedback is always appreciated. 

Contact me here: pseudonautlol@gmail.com 

Profile info here: http:/ /www.lolking.net/ summoner/ na/ 22802244#ranked-stats 
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Chapter I - Boot Camp 



Drop all preconceived notions you have of the support role; we're going to 
start from the ground up rebuilding the idea of what a top- tier support (future you) 
brings to the table. 

1.1 The Cardinal Rule 

When supporting, each and every decision you make must adhere to the 
cardinal rule. Breaking the cardinal rule will not only result in the loss of your ELO, 
but you'll slowly start to lose your friends, your family, your sanity, your career, your 
kitten, and eventually yourself. It's imperative that you never disobey the following: 

"Maximize gold income for your 
AD while minimizing gold 
income for the enemy AD." 

Read it once, and then read it a few more times. 
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This single rule encompasses the role of support in all its glory. Strategies such 
as warding, harassing , zoning , freezing , shoving , roaming , and diving all serve to 
maximize the benefits this rule provides to your team. Consider this: 

Why do we ward? To ensure our AD farms safely. 

Why do we harass? To prevent the opposing AD from farming . 

Why do we zone? To deny the opposing AD farm. 

Why do we freeze? To deny the opposing AD farm. 

Why do we shove? To deny the opposing AD farm. 

Why do we roam? To snowball other lanes; secure global gold for our AD. 

Why do we dive? That's what we were born to do. 

Whenever you make a decision in game, always consider whether or not it follows the 
cardinal rule. The common term ' winning lane " simply means your AD has earned 
more gold than their AD during the entire laning phase . To truly carry as support, you 
must do everything in your power to turn your AD into an unstoppable machine that 
kills everything in its path. Before covering in-game strategies which help accomplish 
this goal, we will cover a few fundamentals which all players should understand. 
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1.2 Mini-map Hawk 

For every ten seconds that passes in-game, how many of those seconds do you 
spend watching the mini-map ? If your answer was less than four, you aren't watching 
the mini-map enough. In fact, watching for six seconds is hardly enough to fully 
capture all of the information displayed, but four seconds will suffice. During laning 
phase, constantly scan the mini-map for the following, listed in order of importance: 

1. Enemy Jungler 

2. Allied Jungler 

3. Enemy Mid 

4. Allied Mid 

5. Enemy Top 

6. Allied Top 

Knowledge of your jungler and 
the enemy jungler's position is tremendously important when determining whether to 
play aggressive, passive, or defensive in bot lane. Your decision making will improve 
by constantly watching the mini-map each game. A common mistake for bronze and 
silver supports is to engage on the opposing bot lane when the enemy jungler is 
headed towards them, walking right by a ward. By watching the mini-map constantly 
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(glancing once every two seconds), you'll avoid these common mistakes and lower 
your risk of dying to ganks. 

Another common mistake that supports (as well as AD's) make is to not realize 
their own jungler is ganking . If you don't see your jungler approaching, chances are 
you won't have positioned far enough up the lane to capitalize on a gank. 
Alternatively, paying attention to the enemy mid 
and top laner will prevent numerous deaths. 
Kuresshendo, a top main famous for his Akali, 
would constantly gank bot through lane after 
reaching level 6. Many bot lanes were 
inexperienced (lacked map awareness) and would 
give two or three kills to Kuresshendo's Akali, 
allowing him to snowball and carry. 

Follow these five steps to strengthen your map awareness : "Deftly I travel. 

PSEUDONAUT'S SUPER STRENGTH MAP AWARENESS PROGRAM™ 

1. Turn your mini-map scaling to 100. 

2. Tape a picture of Mila Kunis to your screen below the mini-map. 

3. Look at the mini-map (and Mila Kunis) every five seconds. 

4. Scan the mini-map for each player in order of priority (previous page). 

5. Repeat steps three and four until you pass out. 
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Step 4 should take approximately two seconds, averaging about four seconds of map 
awareness for every ten seconds. Map awareness will become natural after a week of 
practicing the program. Keeping the picture of Mila Kunis, or your favorite celebrity, 
is highly recommended. 

1.3 The Overseer 

Gleebglarbu, former LCS support, was remarkably consistent with timing 
summoner spells (summoners) and objectives . He recorded many timers in order to 
outplay opponents in laning phase, coordinate taking objectives, and to catch players 
during mid and late-game . Having a record of all the timers allowed Gleeb to have 
better decision making than his opponents, setting him apart from many of the other 
players who neglected such an important aspect of the support role. This is your next 
task: 

< < < CHANNEL YOUR INNER GLEEB > > > 

Below are charts that list the cooldowns of important objectives, summoners, and 
wards. Know these like back of your hand. If you're feeling extra dedicated, make 
flash cards to memorize respawn times and cooldowns. There are printable flash cards 
located at the end of this book, after the glossary. 
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OBJECTIVE 


RESPAWN TIMER 


Baron 


7:00 


Dragon 


6:00 


Blue/Red Buff 


5:00 


Inhibitor 


4:00 


WARD 


DEATH TIMER 


Pink 


Infinity 


Green 


3:00 


Trinket (Totem Level 9-18) 


2:00 


Trinket (Totem Level 1-9) 


1:00 


SUMMONER SPELL 


COOLDOWN TIMER* 


Flash 


5:00 (4:30) 


Teleport 


5:00 (4:30) 

*( ) indicates reduction frc 


Heal 


4:00 (3:35) 


Exhaust 


3:30 (3:10) 


Ignite 


3:30 (3:10) 


Cleanse 


3:30 (3:10) 


Barrier 


3:30 (3:10) 


Ghost 


3:30 (3:10) 


Smite 


0:60 (0:54) 



Note that the summoner spell (SS) chart does not cover reduction by f f 

distortion boots. Base cooldowns for SS's can be found in-game by holding 
down TAB for the score-board and hovering over the SS icons. 



When should you begin practicing timing objectives? The next time you 
witness a Dragon or Baron die, an enemy using one of his summoner spells, or a ward 
being placed. Much like watching the mini-map, timing objectives is another essential 
habit that you'll ease into. Give yourself a week or two of timing important 
summoners when used bot lane (even if it's only flash to begin with). Continue to 
time progressively more and more summoners with each game. Begin timing Dragon 
or Baron when they're killed, and soon typing timers into chat will become second 
nature. Timing wards is a more intricate aspect which doesn't make or break games, 
but can allow your jungler and mid to abuse lack of ward coverage bot lane. This is 
discussed further in Chapter 6. Junglers will usually time their ganks if you let them 
know when a specific ward (e.g. tri-bush) is going to expire. 

1.4 Conceptualizing Match-Ups 

Efficiently use your time during champion select and loading screen to analyze 
the match-up you'll be playing against. Use your experience from previous games to 
help conceptualize how match-ups should play-out. The following contains general 
questions which will help gear you towards choosing an appropriate play style during 
laning phase. 
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Ask Yourself: 



• When are we stronger than them? 

• When are we weaker than them? 

• Is my AD carry late-game or early-game oriented? 

• Is their AD carry late-game or early-game oriented? 

• How do we outplay them? 

• What are their Summoner Spells? 

• Do we have a stronger Summoner Spell combination? 

• Do we win all-ins early? 

• Do we win all-ins at level six? 

• Are they a sustain lane? (Nami, Sona, Soraka, Janna) 

• Can we out-harass them? (Factor in sustain.) 

• How do we out-harass them? 

• Will their jungler apply early-game pressure? (Lee Sin / J4) 

• Do they have global ultimates or teleport? (Twisted Fate, Pantheon) 

Obviously it's important to adopt an aggressive play style for the duration you're 
stronger than the enemy bot lane, however knowing when you're stronger is key. You 
may not be able to answer every single question confidently, but through experience, 
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experimentation, and education you will begin to consider these questions more in- 
depth and change your play style accordingly. 

When your AD is late-game oriented (Tristana, Kog'Maw, Vayne), ensure they 
are farming constantly throughout laning phase. As long as late-game AD's have a 
steady supply of gold during laning phase, you're allowed to spend more time 
harassing. Conversely, when your AD is early-game oriented (Caitlyn, Graves, Corki), 
focus on harassing more than farming since these AD's typically have better trades 
when harassing. Chapter 2 will extensively cover the appropriate times to play 
aggressively, as well as outline situations where you will benefit by adopting a neutral 
or passive play style. Here's a sample run-through of how I would approach the 
questions for a specific match-up (future patches may change these answers): 

MY BOT LANE: Tristana( Flash / Heal ) 

Thresh ( Flash / Exhaust ) 

THEIR BOT LANE: Caitlyn (Flash /Heal) 

Blitz crank ( Flash / Ignite ) 

When are we stronger than them? Level 12 is when Tristana has the same auto- 
attack range as Caitlyn; after level 8 she'll have sufficient range to trade autos 
somewhat easily. Before level 8, I'll look to farm safely with Tristana. 

When are we weaker than them? Before level 8, however out-plays are possible. 
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Is my AD carry late-game or early-game oriented? Tristana is a hyper-carry late- 
game AD. 

Is their AD carry late-game or early-game oriented? Caitlyn is strongest early to 
mid-game, however Tristana will out-scale Caitlyn during late-game so farming is very 
important for Tristana during laning phase. 

How do we outplay them? The 

cooldown on Blitzcrank's hook starts at 20 
seconds and decreases to 1 6 seconds base 
at rank 5. If Blitzcrank misses a hook, I'll 
use my hook (as Thresh) to take down 
Caitlyn. 

What are their Summoner Spells? Flash 
and Heal on Caitlyn, Flash and Ignite on 
Blitzcrank. 

Do we have a stronger Summoner Spell combination? Exhaust will render Caitlyn 
useless in an all-in, however they have strong kill potential if Blitzcrank lands a hook 
on Tristana or me (Thresh). The Summoner Spell combinations are roughly equal. 

Do we win all-ins early levels? Only if I (Thresh) land a hook onto their AD. If 
their Blitzcrank is below half health, landing a hook would mean kill potential. 
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Are they a sustain lane? No. 

Can we out-harass them (factoring in sustain)? Not before Tristana is level 8, 
because Caitlyn's Q (Piltover Peacemaker) is a more effective harass than Tristana's E 
(Explosive Shot) 

How do we out-harass them? Farm safely until level 8 by kiting Caitlyn's Q and 
Blitzcrank's hook. Then begin to use Tristana's E, Thresh's Q's, and auto attacks to 
begin out-harassing Caitlyn and Blitzcrank. 

Will their jungler apply early-game pressure? Your answers will vary. 
Do they have global ults? Your answers will vary. 

1.5 Preparing Minions 

When an enemy minion wave reaches your turret, it will begin firing at the 
minions. Melee minions die after three turret shots while caster minions can only 
survive two shots. Every three waves a tank minion will spawn. These minions are 
designed to withstand numerous turret shots. Depending on the current health of a 
minion, your AD may not have enough damage to last hit a minion before the turret 
kills it. You'll need to use your spells or auto attacks to bring the health of a minion 
low enough for your AD to last hit it. This is easier said than done: Develop an 
intuition for this skill by preparing minions under turret when possible. 
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Chapter 1 Recap 





Section 


What to practice: 


1.1 


- Cardinal Rule 


Increase your AD's gold, 






decrease the enemy AD's gold. 


1.2 


- Mini-Map 


Rule of thumb: Glance at your 






Mini-map every 5 seconds. 


1.3 


- Overseer 


Time every single objective, 






summoner, and ward. 


1.4 


- Conceptualizing 


Think ahead, make a plan, then 






execute. 


1.5 


- Preparing Minions 


While farming under turret, 



prepare minions your AD would 
otherwise miss. 
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Chapter 2 - Ready, Set, Go 

Now that you're familiar with basic concepts, we can begin your training as a 
shaolin support monk warrior. There are a lot of strategies teams can execute before 
minions spawn; however, only a handful have the potential to succeed. This chapter 
discusses strategies to employ before and during laning phase for bot lane. 

2.1 Pre-game Warm Up 

Minions currently spawn one minute and thirty seconds into the game, leaving 
you with roughly one minute to coordinate and execute a plan after your teammates 
have bought items and left the base. There are three main tactics which have high 
rates of success: Invading, spreading out, and defending. 

Invading is the act of sending most or all of your teammates into a region of 
the enemy jungle with the intent of either stealing a buff or killing someone for first 
blood. Invades have more potential when either you, as the support, are playing a 
champion with hard crowd control (CC) or someone else on your team has hard CC. 
Champions such as Morgana, Blitzcrank, and Thresh are excellent for invading, 
however invades are possible without CC. When you land your skill- shot on a level 
one enemy with your entire team behind you, the poor guy will disintegrate. 
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When invading you have the option of storming in immediately or grouping up 
behind a wall, or inside a bush, and waiting until a specific time to invade. Grouping 
inside of a bush and waiting to invade is considered a delayed invade. Here are the 
advantages and disadvantages of various types of invades: 





Early Invade (~:40) 


Delayed Invade (1:30-1:50) 


Late Invade (1:50-2:00) 


Advantages 


Early ward coverage. 


Deny enemy buff. 


Surprise effect. 




Get in position before 
enemies check buff. 


Push out enemy jungler, 
delaying his jungle route. 


Late invades will 90% 
result in a head-on fight. 




Catch out AFK's who 
are alt-tabbed. 


Force lanes to use trinkets 
early. 


If enemy jungler dies, his 
early game is crippled. 










Disadvantages 


After kills, enemy has 
time to return. 


Your team may retreat early, 
your jungler starts buff late. 


Possible smite war, your 
jungler may suffer. 




If enemy is expecting it, 
they'll be grouped. 


If jungler starts buff late, 
you'll return to lane late. 


Solo lanes / bot lane will 
miss few minions in lane. 










Outcome/Goals 


Vision 


Buff Steal or Buff Denial 


Buff Steal 




Kills 


Kills 


Kills 
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Before deciding whether you'll invade, consider the following: 

• Does your team have hard C.C.? Without C.C. your team's invade will be 
significantly weaker. 

• Is your jungler reliant on a buff? Invading is always a risk; when your team 
has Amumu, securing blue is more important than invading. 

• Is their jungler reliant on a buff? Invading a Fiddlesticks to deny him blue 
can drastically change the dynamics of early game lane pressure. 

• Is your team stronger at level one compared to the other team? 
A simple question, but one that should be considered. 

If you decide to invade, think about what you want to accomplish. Gaining vision of 
an area requires an early invade when the enemy team is unprepared. After the one 
minute mark, most teams are usually in a scattered position around their jungle. This 
makes it more difficult to gain vision early without interference. If your goal is to 
shove out the enemy and steal their buff or just simply deny them a buff by pushing 
them out and then retreating, look to invade between 1:30 and 1:50. Invading later 
than 1:50 will almost always result in a full on team fight, which is certainly a good 
tactic when your team is much stronger at level 1 . 

There are multiple routes which you can invade from. For the purposes of solo 
queue, there are negligible differences between the routes other than the variety they 
offer. Experiment and find what works best for you. 
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You need to make your decision before the game starts; champion select and loading 
screen will provide you with ample time to decide. If you plan to invade, when the 
game starts, ping your teammates where you want to go with the "On My Way" ping 
multiple times to alert your teammates. 

Of course, invades aren't always a possibility due to team compositions and the 
occasional AFK teammates during the first minute of the game. The two alternatives 
are covering and defending. There is a distinct difference between covering your 
jungle and defending your jungle. Covering means your team spreads out across every 
possibly entry into your jungle to spot any potential invades the other team may 
execute. Cover these spots to detect any groups attempting to sneak into your jungle: 
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When defending, you'll want to group your entire team into one or two primary 
locations in anticipation of an invasion. This will allow you to punish the invaders and 
possibly pick up some kills, preventing the enemy team from gaining any buffs or 
vision of your territory. Remember that the risk to positioning your entire team on 



one side of the jungle is that the other side is left completely open. This is the risk vs. 
reward situation that you'll have to take into consideration when deciding whether to 
defend or cover. The defense spots are quite similar to the cover spots: 




Blue (Exclamation Points — Blue Side Defense Spots 
Red (Exclamation Points) — Red Side Defense Spots 
Ward (Icons) — Ward spots to prevent enemies from flanking you. 
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The Art of Support 
2.2 Level 1 — Shoving vs. Harassing 

The first ten seconds of laning phase, when both sides walk into lane, are the 
most intense seconds of the entire game. During that time, the supports will look into 
each other's eyes, stare deep into each other's souls, and then determine just who has 
the bigger CAJONES. Who is going to completely decimate the enemy and leave him 
lying sprawled out lifelessly on the floor? You, the general of your lane must lead your 
AD to victory and ruthlessly slaughter the enemy. The first step is to decide whether 
you'll be shoving your lane, or harassing the enemy: Perhaps just a little of both. 
There are three outcomes that can occur after the first two minion waves have 
arrived: 

1. The wave shoves to/ near the enemy turret. 

2. The wave pushes to/near your turret (a.k.a. " pulling the lane "). 

3. The wave stagnates near the middle of the lane. 

There is a clear balance between shoving a lane and harassing when both sides are 
only level 1. AD's such as Caitlyn and Graves have the ability to shove a wave and 
harass at the same time, making them powerhouses early. Whereas other AD's such as 
Tristana and Draven are usually pushed in early due to their lack of area of effect 
(AoE) spells. However, as the support you have the ability to compensate for the 
deficiencies of your AD. 
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Keep in mind that your goal during "This is gonna tickle." 

the first two minion waves is to ensure 
that you reach level 2 either earlier than 
the other bot lane, or at the exact same 
time. Thus, you should utilize your time 
efficiently by either using your auto 
attacks to shove the wave if your AD 
lacks AoE spells, or by harassing the 
enemy if your AD already has decent shove potential. Take control of the lane by 
making the correct decision and executing it. Here is a run-down of how you should 
decide between harassing and shoving: 





Shove* 


Harass 


Do this when: 


Your AD lacks some form of AoE 
to shove the wave. 


Your AD has an easy way to shove the 
lane. (e.g. Graves's Buckshot) 




You have Targons; shoving is 
incredibly easy with Targons. 


You have sustain or benefit from 
autoing enemies. (Frost Queen's Claim) 




You are melee. (Yes, vou will take 
some damage) 


You are ranged. 








Avoid this when: 


The enemy jungler might gank after 
his second buff, at level 3. 


The enemy support has sustain. Unless 
you have an equal amount of sustain. 



*Note that shoving will require you to use your auto attacks AND spells to shove the 
lane out. The sooner you reach level 2 before the enemy, the better. 
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2.3 Abusing Power Spikes 



Recognizing power spikes will help you to determine whether you will play 
aggressively or passively during laning phase. The three different forms of power 
spikes include level advantages, item advantages, and buff advantages. Level 
advantages are the most noticeable differences in power. One of the most common 
opportunities you have to abuse differences in levels is when you reach level 2 before 
the enemy bot lane does. When that happens, not only do you have two abilities to 



u 



The dawn has arrived. 
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work with while the enemy only has 
one, but the level up provides you 
with increased health, mana, attack 
damage, attack speed, and armor. 
Numerous times I've secured first 
blood by engaging immediately after 
reaching level 2 before the enemy 
does. Support champions such as 
Blitzcrank, Thresh, and Leona excel at 
this. If you're not applying any 



pressure when you have the early level advantage, then you're missing out on the 
opportunity to deny creeps and possibly secure a first blood . 
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The following is a run-down on the different level spikes and the play styles you can 
adopt to capitalize on your advantages. 



Level 


Advantages 


Capitalize 


2 


Two spells available. 


Engage immediately. Deny CS by 
pressuring the enemy off the lane. 


3 


Three spells available. 


Harass or engage to use utility from 
your third spell. 


6 


Ultimate available 


Attemnt to use both vour ultimate and 

J. IttVlllL/ V VKJ Uii3V/ L/V/ til V V/Lil tillllllClLw CI 1 1 \-A 

your AD's ultimate on a single target. 


9 


Rank 5 spell. 


Put yourself in a position to use your 5 th 
rank spell as effectively as possible. 


■ 11 I 


Rank 2 ultimate. 


Use your ultimate to kill the enemy, or 




use the threat of it to deny CS. 



You will only be able to capitalize on the advantages listed above when you have a 
higher level than the enemy. For example, at level 1 1 you have access to the 2 nd rank 
of your ultimate ability. Depending on the champion, this means increased damage 
and reduced cooldown. If you and your AD both have rank two ultimates while the 
enemy still has their rank one ultimate, fights will go in your favor due to the 
increased damage from your ultimate. 
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Item advantages can range from having more health potions than the enemy to 
having an entire item completed depending on how long laning phase has lasted. For 
instance, if your team manages to kill someone before laning phase begins and you or 
your AD earned enough gold for additional potions, then you're more likely to win 
early laning phase if you trade due to the additional sustain. Later on in laning phase 
health potions won't have as huge of an impact, but items such as boots, pickaxe, and 
B.F. sword can alter the outcome of short trades. Over a time span of two or three 
minutes, if you're constantly winning short trades due to item advantages, you'll 
slowly accumulate a CS lead and health pool advantage which will lead to an even 
greater item advantage later. Alternatively, you should avoid forcing any trades 
whenever your AD is behind in items. Chapter 7 covers strategies to use when 



behind; for now just take into 
consideration the items of both 
AD's and supports each time you 
return to lane. This will help your 
decision making. You definitely 
don't want to engage onto the 
enemy AD when he has an Infinity 
Edge already completed and your 
AD is sitting on a measly pickaxe. 




"Wash them away. 
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There are two different buff advantages: temporary and permanent. Temporary 
buff advantages are the red and blue buffs we all know and love. The yin and yang of 
the jungle camps, whenever you or your AD is fortunate enough to kill someone with 
the red or blue buff, by all means use that to your advantage. Picked up a red buff? 
Auto attack everything in your path (assuming you're ranged — if you're melee this is a 
terrible idea), using the true damage and slow to your advantage. Managed to invade 
the enemy and steal their blue? Spam abilities. These ideas may seem straightforward, 
but on many occasions I've seen supports acquire a blue buff and hardly use their 
spells when they have access to an infinite mana pool. You need to use every 
advantage you have to the fullest potential. 

2.4 Harassing 

Laning phase would be a breeze if both supports could agree to just sit in the 
bushes and not attack each other but unfortunately we live in a rift where supports get 
down and dirty. There are two forms of harass: 

• Walk up and damage the support or AD with an auto attack or spell, 
then walk backwards. 

• Walk up and walk back immediately. 

The first type of harass is a simple and straight forward type of trading which may 
involve you taking some damage in return for dealing damage. The second type of 
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harass is focused on wearing down the opponent psychologically. When you 
constantly walk forwards and backwards the enemy will have to respond to your 
potential to harass every single time by both thinking about it and positioning 
themselves so they can avoid any harass from you. This creates a constant pressure 

and eventually the enemy will fail to 
position properly at which point you can 
use your harass effectively. This strategy 
is very efficient on champions such as 
Blitzcrank, Morgana, and Thresh who rely 
on landing a long-range skill shot which 
has a high cooldown. Alternatively, when 
playing champions with mid-range poke 
"Feel my pain*" such as Sona or Karma, this strategy is 

not necessary because your abilities do not have a long cooldown. You are free to sit 
in the bushes and harass when the opportunity arises, which begs the question: When 
is the best time to harass? 

There are three typical situations you'll find yourself in which allows you to 
harass with little to no risk. Whenever the enemy AD is about to finish off a creep, 
you can walk forward and pressure him. This is known as contesting creeps . The 
enemy AD is forced to make a choice when you contest a creep. He will either attack 
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the creep and take free damage from your harass, walk backwards and miss the creep, 
or ignore the creep and return harass to you. Ping to alert your AD that you're going 
to contest creeps so he can add additional harass too. There is a counter to this 
strategy however. The enemy support can walk up to harass and relieve the pressure 
from his AD, allowing him to auto creeps without taking too much harass. When you 
find yourself in a situation where the enemy is constantly contesting creeps, try to 
position yourself to make sure you're considered a threat. This usually means you'll sit 
inside of the creep wave or in front of your AD. Note that if you're significantly 
behind in lane, this will cause you to take unnecessary harass and you'll need to adopt 
a more passive play style and give up some creeps. 

The second factor to take into consideration when harassing is the amount of 
minions on each side. For example, if you harass when the enemy has ten minions 
and you only have three minions, you're going to take an extraordinary amount of 
damage from minion " aggro " (this means the minions are attacking you). Minions will 
naturally target champions if those champions are attacking allies. When you have 
approximately five or more minions than the enemy does, trades will always go in 
your favor. When you have fewer minions you'll need to avoid harassing. A difference 
of two or three minions in lane won't impact the outcome of trades nearly as much as 
a difference of five or six minions will: Choose your trades carefully. 
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Junglers allow you to trade extremely aggressively for a few seconds before they 
enter your lane. Whenever your jungler is approaching your lane, trading will either 
cause the enemy to return harass (leaving them vulnerable to a gank) or force them to 
leave and take free damage. Either outcome benefits you so harassing is essential 
when your jungler is close by. If the enemy jungler appears, your jungler will be right 
there ready to counter-gank. When your jungler isn't nearby, you'll need to constantly 
track the enemy jungler (covered in Chapter 6) to ensure you aren't walking into a 
trap. 

2.5 When to Recall 

Recalling always carries a risk. The time spent healing, browsing the store, and 
walking back to lane equates to lost experience and gold from minions and reduced 
map pressure. Usually you won't have to worry about the enemy taking Dragon for 
the first six or seven minutes of laning phase, but after the eight minute mark, most 
teams have the capability to take Dragon down with three members. Early on your 
goal is to recall and return to lane while missing the least amount of minions as 
possible. The following table covers the steps to take: 
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Recall Time 


Risks 


Prevention Technique 


1:30 - 7:30 


Minions 


Shove the wave to turret if 
enemies are already recalled. 






Kill the entire wave then walk to 
turret and recall if enemies are 
still in lane. 


7:30 - 20:00 


Minions, Dragon 


Only recall if both enemies are 
below half health. 






Shove the wave to turret if 
enemies are already recalled. 


20:00 


Minions, Dragon, Baron 


Group and Roam (Chapter 5) 
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Chapter 2 Recap 





Section 


What to practice: 


2.1 


- Pre-Game 


Determine whether you need to 






invade, spread, or defend. 






Experiment with invade routes. 


2.2 


- Level One 


Shove or Harass? Flip a coin. 


2.3 


— Power Spikes 


Understand when you have an 






advantage, and then abuse it. 


2.4 


- Harass 


Harass during specific 






situations, synergize with AD. 


2.5 


- Recalling 


Time your recalls; don't let the 



enemy take advantage of your 
absence. 
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Chapter 3 - The War on Wards 

Benjamin Franklin's advice still rings true in today's day and age when dealing 
with ward coverage: "An investment in knowledge pays the best interest." Nearly 
every item in League of Legends provides an immediate benefit to statistics or an 
alternative perk such as an active . Aside from the base stats of Sightstone . wards 
primarily do not serve to benefit us immediately as they are a tool to gather 
knowledge over a period of time. The support's job is to squeeze out as much 
knowledge as possible from every single ward they place down. 

3.1 Who. What, Where, When, and Why? 

Who -You 
What - Wards 
Where — Everywhere 
When - Now 
Why -Do or Die 

From a support perspective, wards serve multiple purposes. The most common 
usage of a ward is to spot out the enemy jungler and prevent him from ganking your 
lane successfully. Ward coverage is similar to car insurance: The amount of security 
you gain from your coverage is equal to the amount of gold you're willing to pay. 
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With that being said, let's consider what your cheapest options are, and then we'll 
discuss some more of the luxurious ward coverage plans. 

First up, we have the "Humbly Homeless" coverage plan. Sometimes you 
return to base and have just enough for an item, leaving you without any green wards 
for lane. Fortunately, there's a simple method which allows you to survive laning 
phase without suffering too many casualties in the event that you're unable to 
purchase at least one ward. Yellow trinkets provide a ward that lasts 60 seconds and 
are on a cooldown of 120 seconds. This means that, assuming both you and your AD 
have yellow trinkets, you can alternate warding a common gank path. With the ability 
to only cover one spot, you must choose wisely. Here are your options: 
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"Humbly Homeless" - Blue Side 

Option one (noted by the number one next to the ward symbol) is the safest 
option. Note that blue side has to worry about a jungler flanking them from the tri- 
bush, while red side only has to worry about river. Therefore your minion 
management on blue side needs to be on point if you're relying solely on trinkets. 
For option one, try freezing the wave in the middle of the lane or near your turret to 
reduce any risks from ganks. Option two is appropriate when your lane is pushed up 
because most junglers won't spend the time to walk through your jungle and gank 
from tri-bush (be careful for junglers who know better). 

"Humbly Homeless" - Red Side 

Option one on red side provides vision of junglers coming from both tri-bush 
and river. This option gives you slightly more time to react to ganks than option two, 
however option two is necessary in some instances. When the enemy jungler is 



Lee Sin, Jarvan IV, or anyone with similar 




mobility, they can jump from your jungle to 



position your ward inside the bush to 



placed in river. Therefore you'll need to 



the bush without being spotted by the ward 



detect any enemies who may have snuck 



their way in. 
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"I love a challenge. 
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If you have a little jingle jangle in your pocket and can afford one green ward, 
purchase the "Green Dragon" plan. This plan allows for more flexibility with your 
trinkets. You'll ward the same locations with your green ward as you did in the 
"Humbly Homeless" plan, and can use your extra trinkets for the following purposes: 

• Maintaining Bush Control - Having vision of whichever bush the enemy 
support is hiding in can drastically improve your ability as a bot lane to harass 
and win trades. 

• Covering Additional Paths — Remember that flank threat blue side had to 
worry about with the "Humbly Homeless" plan? Ward tri-bush and leave your 
worries behind. 

• Maintaining Vision of Enemies — Sometimes you'll end up chasing an 
enemy down for a kill and they'll run into a bush for safety or flash over a wall. 
Ward immediately with your trinket to maintain vision. This way you're able to 
auto them and can continue casting more accurate skill shots. 

• Maintaining Vision of Objectives — Trinkets are excellent for gaining vision 
of Dragon: Having vision of Dragon could mean a random steal for your team! 
You may even decide to roam into their jungle and spot the enemy attempting 
to secure their blue buff: Throw a ward down to maintain vision of their buffs 
or camps. 
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Bot lane is moving along nicely and you've purchased your Sightstone, or have two 
green wards on hand. With the "Double Decker" plan, you can protect yourself from 
practically every conceivable gank. Here are the two locations you'll ward: 




Both ward spots provide enough vision, far enough from the lane, to provide you 
with ample time to retreat should the enemy jungler approach your lane. An excellent 
time to ward the upper spot near mid lane is immediately after recalling. You'll return 
to lane ten to fifteen seconds later than usual, but you'll have extraordinary protection 
from junglers for not only your lane, but mid lane as well. 
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Up to now, our ward plans have only used green wards or trinkets; both of 
which expire after three minutes and one minute respectively. With pink wards, we 
can add more sustainability into our ward coverage at an increased cost. For an 
additional 25 gold, you can afford a pink ward and purchase the "Pinks are Forever" 
plan. Pinks are visible to enemies so you're going to place them farther back inside 
your own territory to prevent junglers from destroying them immediately: 
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3.2 Practice Safe Warding 

Supports are notoriously the squishiest champions in the game, and we won't 
always have a huge bear to hold our hand as we trek through the dangerous lands. 
Warding safely requires a few different techniques: 

• Approach Ward Target Cautiously — The enemy may have spotted you 
approaching and are either waiting in the bush or running into the same area 
you are in. Watch your mini-map for a few seconds prior to warding to gather 
an idea of the enemy's whereabouts. If you have a skill shot which can check 
the bush beforehand, such as Braum's Winter's Bite, test the water before 
diving in completely. 

• Ward from a Distance — Don't enter the bush before warding: If the enemy is 
waiting inside they'll kill you instantly. Use the range indicator to place the ward 
in your target location while standing as far away as possible. For precision, 
remember that the crosshair will change color from blue to green to indicate 
that upon placing the ward you'll receive vision inside the bush. 

• Finger on the Trigger — Either your spider senses are tingling or your third 
eye caught the enemy gathering inside a bush you're trying to ward; somehow 
your instinct is telling you the enemy is waiting. Keep your finger on the flash 
button for a quick escape should the enemy try and pull a fast one on you. 
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3.3 Fight the Good Fight 

While you're scrambling around the map trying to secure vision for your team, 
the other support is doing the exact same thing. You have two options for removing 
enemy vision: Pink wards or sweepers (and the occasional Nocturne support). Before 
discussing the best techniques for removing enemy vision, we must first discuss a skill 
that is vital to the art of counter- vision. 

Map awareness is crucial, but specific champion awareness is even more crucial. 
You can't remove enemy wards if you don't know where they are. When the enemy 
support returns to lane, two thoughts should run through your head: 

1. Do they currently have any green wards or pinks they may place 
within the next few minutes? 

2. Did they ward somewhere before returning to lane? 

You may not always have the proper vision to see where the enemy has already placed 
their wards, but if there are any remaining wards in their inventory, you must keep a 
mental note of that number. For example, if a Lulu appears in lane with two green 
wards and one pink, when she disappears for a couple seconds and returns later on 
with only one green ward and one pink, you can effectively know when and where the 
enemy has warded. This awareness is difficult to maintain at first, but will become 
second nature after enough practice. 
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With the limitation of only one pink ward on the map per champion, you have 
to make a calculated decision on where to place them. There are three generic options 
which are suited for different needs: 




The first option, which was covered in the previous section, was a pink ward 
that focused on providing sustainability for vision of the enemy jungler, and thus 
protection from ganks for bot lane. The second option is geared towards setting up 
opportunities for your jungler to gank. For both sides, the second option will give you 
control of an area to allow your jungler easy access to bot lane without being spotted. 
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The third option has the same purpose as the second; however, pinking the lane 
allows your jungler to sneak through the bottom brush. When your red trinket is on 
cooldown, and your jungler has just signaled that they are approaching your lane, 
sometimes you need to drop a pink ward down in this spot. 

3.4 Team Fights and Objective Wards 

Sightstone offers you the ability to maintain vision of the enemy (a tactic 
discussed in Section 3.2). When team fights break out, an important job for the 
support is to ward any nearby bushes that enemies have retreated into, or are in the 
process of retreating into. Enemies will constantly avoid taking any damage if possible 
by using the bushes to deny vision. This protects them from autos and allows them to 
juke skill shots more easily. Prevent them from using these tactics against you by 
dropping wards into any bushes they run into immediately. You can even pre- 
emptively ward a bush that enemies may use in the upcoming battle. 

Whenever playing versus a champion that has stealth , such as Akali, you are 
responsible for saving your " Upgraded Sweeper " or a pink ward for the team fight. 
There aren't enough words to emphasis how important having a form of reveal to 
deal with stealth champions is. Team fights can be won alone by revealing an 
unsuspecting Akali in her shroud, a Vayne using her tumble, or a Twitch attempting 
to sneak up on you. 
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Dragon and Baron are important objectives every team wants: The first step to 
securing either is to have vision. Here are the proper times to ward Dragon or Baron: 

• Dragon — If neither team has taken a Dragon yet, begin to maintain 
vision of the Dragon Pit near the 6 or 7 minute mark. Depending on the 
enemy jungler, they may have the potential to secure an early Dragon 
with the help of one other teammate. Sneaking Dragon with just the 
jungler and support is a devious tactic that has worked numerous times 
for me. After Dragon has been slain, record the time (or take your best 
guess if the timer is unavailable) and place a ward down one minute 
before Dragon respawns. This leaves you with enough time to scout out 
any preparations the enemy team is making, and provide two minutes 
worth of vision after Dragon has spawned. 

• Baron — Baron is incredibly strong, requiring at least three people to 
take him down. Around the 25:00 minute mark, teams have the potential 
to three-man Baron. Maintain vision of the area from 25:00 onwards to 
ensure the enemy doesn't sneak Baron under your nose. For the same 
reasons as Dragon, ward Baron one minute before it respawns for 
scouting purposes and two minutes worth of vision after Baron has 
spawned. 
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3.5 Alternative Wards and Warding Techniques 

While wards primarily serve to prevent ganks from occurring and provide 
vision of objectives, wards can also offer other useful information and have many 
clever uses. There's also a special method of ward placement that allows placement of 
wards at a farther distance than is mechanically possible through the normal method. 
This section covers specific locations that have more benefits than typical ward spots 
and discusses strategies for the placement of those wards. First, let's cover the special 
method of ward placement: 

• Go Go Gadget Ward — While standing near a wall, select your ward for 
use, and then click on a specific spot in the restricted terrain area. Your 
ward will be placed farther than the indicated range. For the following 
pictures, the technique will be executed as follows: Stand on top of the 
Blitzcrank icon, click by the Green Arrow, then watch you ward 
magically teleport. 

Use this technique to avoid running into enemies or simply to ward areas without any 
risk. Go Go Gadget Warding also makes efficient use of your time by reducing the 
distance you have to travel to gain vision of an area. Furthermore, you'll look like a 
badass when warding this way. 
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Before entering lane on red side, you have the option to ward this bush. While 
you can approach the wall and place a ward directly over, this method saves you time 
by reducing the walking distance needed through conventional methods and can 
reveal the area faster when danger is afoot. 




For the rest of the images that involve this technique, make sure you stand 
right next to the wall before placing the ward down. Leaving too much of a gap 
between you and the wall will result in the ward dropping right in front of you, instead 
of the intended location. 
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This spot is fantastic when the enemy is sieging this turret. Remember that this 
will work on both sides of the map: 



When sieging this second tier turret, access vision of the left pathway from this spot: 
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Gain vision of Dragon safely from red side from this area: 




Ward into this bush from Red Buff. Click on the uppermost tree to ward effectively: 







4 jl 

^^^^^ 
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A defensive ward spot when under siege at the first-tier mid lane turret: 




There are countless walls and angles which can grant you vision in interesting 
areas with this technique, but most of them are very situational and only needed in the 
middle of combat. Experiment with different walls until you incorporate some of the 
different spots into your play style. You may even find a creative use for a ward that 
no one else has discovered yet. On the following pages are some more clever uses of 
wards which are used for a specific strategy. 
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Ward here when your top or mid laner has teleport. Warding at the end of the lane 
provides enough time for the ally with teleport to see the fight break out and help. 




This special ward spot is 
when you're on red side. 
If the enemy is defending 
a pink in their tri-bush, 
simply ward this location 
and the bush in river to 
fully protect yourself. 




This spot provides tremendous vision of both the jungle below and the river above. 
It's a multi-directional, multi-awesome ward that reveals tons of information. 





This ward is rarely revealed by pink wards or sweepers and can provide vision of 
enemies entering baron pit. Use this against teams that counter-ward often. 
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Chapter 3 Recap 



Section 


What to practice: 


3.1 - Who, What, Where, 


Use whatever vision you have to 


When, and Why? 


defend yourself. 


3.2 - Practice Safe Warding 


Exercise caution when warding: 
Your life depends on it. 


3.3 - Fight the Good Fight 


Take out the enemies wards, 
denying them information. 


3.4 - Team Fights and 


Maintain vision of the enemy 


Objective Wards 


and objectives. 


3.5 - Alternative Wards 


Use your wards effectively and 
creatively. 
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Chapter 4 - Minion Management 

Perhaps one of the least covered topics in League of Legends is minion 
management, A.K.A. lane control. The benefits of managing minions in your lane 
include: 

• More Gold 

• Denied Enemy Gold 

• More Experience 

• Denied Enemy Experience 

• Funny all chat messages from the enemy jungler — "report my bot lane, 
they are raging" 

When you practice correct minion management, the enemy bot lane will lose tons of 
gold and experience, leading to frustration. Sometimes they'll even start flaming their 
jungler. There are two types of minion management: Freezing and shoving. Knowing 
when to freeze or shove involves tons of factors which we'll attempt to cover in the 
next few sections. The most important aspect of minion management is to be able to 
quickly glance at both waves and tell whether the lane is shoving or pushing. Building 
up a natural instinct for this will help you exercise lane control. 
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4.1 *Brr* It's FREEZING Outside 



Freezing requires both you and your ADC to stop all auto attacks on the 
minions and only auto or use Targon's Embrace to last hit the minions. Last hitting 
minions doesn't mean killing them when your auto has enough damage (e.g. 150), but 
waiting until the very last second to kill the minion. The longer you wait to kill a 
minion, the slower your lane will push, resulting in a more efficient freeze. Freezing is 
typically done to allow a few things to occur in your laning phase: 

• Zoning 

• Increased Jungle Pressure for Enemy 

• Decreased Jungle Pressure for Yourselves 

• Teleport Gank Opportunities 

• Reduced Minion Losses 

Before discussing how freezing accomplishes the above, you need to learn 
when to freeze a lane. There are two different scenarios in which you can freeze the 
lane. The first scenario: Freezing when both the enemy AD and support are in lane, 
which will inevitably lead to trading. If you are stronger than the other bot lane, you 
can successfully freeze the lane by stopping all auto attacks on the minions and 
pressuring the enemy off the wave. There are many factors which determine whether 
or not you'll out-trade the enemy, but typically you'll need an item advantage or a level 
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advantage (e.g. you have ultimates available while they don't). Other times, when 
you're even or behind the enemy bot lane, if you manage to successfully out-trade the 
enemy and have a health pool advantage, freezing will force the enemy to either recall 
or endure more harass. 



The second scenario which allows you 
to freeze is when one or both of the enemies 
have recalled (or left lane for an abnormal 
amount of time). If they thought ahead and 
shoved the wave to your turret, then freezing 
will be difficult to pull off. However, if the 
wave meets and stagnates outside of turret 
range or near the middle of lane, you'll need "Got axes, need victims." 




to make a judgment call. When the enemy wave has more minions than your wave, 
the wave will more than likely push to your turret. In this situation, only last hit the 
minions and freeze the wave near your turret. Freeze the wave in this position for as 
long as possible to reap the benefits mentioned on the previous page. By creating this 
situation for yourself, you'll see that freezing will deny minions to the enemy, and 
force them to play farther up the lane. Playing far up will cause them to fear junglers 
and teleport ganks more often, while reducing any chances for their jungler to gank 



you. 
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4.2 Shove, Shove, Shove Your Wave 

Alternatively, when the enemy wave has fewer minions than your wave while 
the enemies are in base, your wave will eventually push to the enemy turret. You have 
two options: Let the wave shove naturally, or quickly kill the minions and shove to the 
turret. The first option doesn't provide many benefits. Here are the advantages for 
shoving the lane while the enemies are in base: 

• Roam Opportunities - For the first four minutes of laning phase, roaming 
doesn't typically benefit your team. After four or five minutes, roaming mid 
lane with the AD or just by yourself is a possibility covered in Chapter 5. 

• Deny Minions — Shoving to turret will cause your minions to die more 
quickly. Half the wave could die by the time your enemies return to lane. These 
small leads in experience and gold will kick-start a snowball effect. 

• Vision/Dragon Opportunities - Shoving will let you start Dragon and force 
the enemy to choose between farming the wave at their turret or contesting 
Dragon. Before the 20 minute mark, some teams will simply let you have 
Dragon if you force these decisions upon them, or because their team is 
scattered around the map. 

• Turret Damage — While you don't have to damage the turret if you shove the 
wave, you have the option to. 
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Shoving while both enemies are in lane is a tactic you should whip out only in 
specific cases, such as these: 

• Forcing Dragon — Your jungler or mid laner just picked off someone: 
With the number advantage, your team has the potential to force Dragon 
(they start pinging you over). Shove the wave and gather as much gold and 
experience as possible before heading over. Preferably time your shove so 
you arrive at Dragon right when your team starts, or only a couple seconds 
after. 

• Diving Under Turret — Your jungler may have snuck around and is 
waiting behind the enemy turret, or near a bush pinging that he intends to 
dive. Shove the wave to turret so that the turret is focused on hitting the 
minions. This will provide more flexibility when your team dives the enemy. 

• Enemy Jungler Far Away + Stronger in Lane — When the enemy jungler 
is nowhere near your lane, and you're stronger than the other lane (or 
happen to be running a poke lane) , shoving will force the enemy to farm 
under turret. This is difficult for some AD's, especially when the support 
isn't preparing minions for last hitting. While the enemy is focused on 
farming, take this opportunity to harass them down with your poke. Don't 
do this for too long as the enemy jungler may take notice and attempt to 
gank you for pressuring so far up the lane. 
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Chapter 4 Recap 



Section 


What to practice: 


4.1 - *Brr* It's FREEZING 


Freeze at the right time. 


Outside 




4.2 - Shove, Shove, Shove 


Shove at the right time. 


Your Wave 
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Chapter 5 - Roam the Seven Seas 



Never underestimate the power of a roaming support. Professional teams, such 
as Dignitas, have built strategies around roaming supports for use in international 
tournaments. KiWiKiD, an awesome support for Dignitas, was notoriously known as 
the "Roam God" due to his consistent playmaking when roaming mid lane. This 
chapter aims to cover situations in which roaming will benefit your team and how to 
successfully roam. 

5.1 Is Roaming in Your Blood? 

Roaming isn't for everyone. Here is a tier list that categorizes the effectiveness 
of each champion's roam potential based purely on their kit, the synergy between all 
four spells of a champion. 

• God-Tier - Alistar, Blitzcrank, Leona, Morgana 

• Upper-Tier - Annie, Fiddlesticks, Thresh 

• Mid-Tier — Braum, J anna, Nami, Nunu*, Sona, Taric 

• Low-Tier — Karma, Lulu, Zilean, Zyra 

• Forget About It-Tier - Soraka 

*Nunu has amazing potential for taking towers, so while roaming for kills isn't his 
strong suit, he excels at roaming when taking objectives. 
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Champions with heavy CC (e.g. knock up, stun, snare) that have either long- 
range spells or gap closers excel at setting up kills or forcing enemies to use their 
summoners to survive. Nothing is more terrifying for a mid laner than turning around 
to see a four-ton mass of metal approaching them with a 400 horsepower engine that 
intends to use their robotic arms for the sole purpose of fisting him twenty feet into 
the air. Without CC, roaming is usually ineffective. 




"Metal is harder than flesh/' 
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5.2 Whose Lane is it Anyways? 

Remember that supports who typically have hard C.C. excel at roaming and 
engaging, while other supports with poke or sustain oriented kits excel during laning 
phase. Roaming is always an option, but that doesn't mean you should roam every 
game. There are a few factors you'll need to take into account before deciding 
whether or not to roam. 

The first, and most important consideration, is the current status of your lane. 
Perhaps you and your AD are struggling to farm, taking constant harass, and are 
losing lane in general. Roaming when slightly behind is acceptable because your AD 
still has the option to farm under turret safely, but if your AD is too far behind the 
enemy (in terms of experience and 
gold) roaming will exacerbate the 
situation. Enemies will look to dive 
your AD when you leave lane, so 
only roam when your AD can hold 
his own under turret. Alternatively, 
you're free to leave lane when your 
AD is ahead of the other AD or 
simply even. 

"Play time's over." 
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Secondly, you'll need to consider the ever-changing dynamic of both mid lane 
and top lane before roaming. Make these observations: 

• Who is Stronger — If a solo laner on your team is too far behind his lane 
opponent, ganking his lane will only result in one of two outcomes: Either you 
two won't have enough damage to kill the lane opponent, or the enemy is so 
strong that hell end up killing you both. Aim for lanes that are only slightly 
behind or even as these are the lanes in which you can create an advantage and 
possibly a snowball effect for your team. 

• Kill Potential — Attempting to kill champions with powerful escape 
mechanisms rarely ends well. Champions such as Ahri, Vladimir, and Tristana, 
are tremendously difficult lock down. If you do plan on ganking these 
champions, don't look for kills, but instead force them to use their 
summoners. When their summoners are down, the solo laner s will have a 
much greater control over their lane. Re-ganking will also yield better results. 

• Vision — There are two ways to approach gaining knowledge of where the 
enemy has vision. Either pay attention to the lane you plan to roam to, or ask 
the solo laner where the enemy has wards. Usually they'll respond, "I don't 
know", but other times you may gain valuable information on the enemy ward 
placement. Sneak around the enemy's vision and take them by surprise. 
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Timing a roam is important; leave lane too early and your AD will be zoned, leave 
lane too late and you miss out on opportunities around the map and waste precious 
time that could be spent roaming. In what situations can you leave lane? 

• After Shoving — When you shove to turret, the enemy will be focused on 
farming their wave under turret. This provides you with plenty of time for a 
sneaky roam to mid lane. Alternatively, both you and your AD could rotate 
mid and simply force mid lane turret, although this tactic should be 
executed after taking the first- tier bot lane turret. 

• After Recalling — When leaving base, you have the opportunity to roam 
anywhere on the map. The element of surprise this offers is perfect. While 
you're roaming, the bot lane will expect you to be returning to lane at any 
time. Little do they know, you just snuck up behind their mid laner and 
secured a kill. Keep in mind that as soon as you reveal yourself in a 
different location than bot lane, the enemies in bot lane will begin to 
heavily pressure and zone your AD. Try to return to lane as quick as 
possible after attempting any ganks. 

• After Enemy Leaves Lane - Similar to shoving, if the enemy leaves lane, 
your AD is free to farm safely; this allows you to leave lane also and roam 
wherever your heart desires. 
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5.3 Follow the Yellow Brick Road 

There are three main goals to roaming: taking objectives, picking up kills, and 
acquiring vision. Depending on which goal you're trying to achieve, different 
pathways will serve you better. Enemies will always manage to place wards without 
you noticing, so you'll need to decide how much risk you're willing to accept before 
embarking down a specific path. Choosing one which is commonly warded or 
patrolled by junglers can lead to instant death, but can always reap more rewards: Risk 
versus reward will hold true for roaming. 

Squishy supports, such as Annie or Sona, may consider taking relatively safe 
pathways. Tankier supports, such as Thresh or Leona, have the durability to survive a 
jungler attack for a decent amount of time. When reading the following diagrams for 
roam paths, note that the blue pathways are typically safe, the yellow pathways are 
potentially dangerous, and the red pathways are highly dangerous. Proceed with 
caution. 



"This way! 
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When leaving bot lane directly, the above image details the pathways available 
and the correlating danger for each one. For blue side, your jungle is relatively safe to 
travel through and typically not warded, contributing to a greater success of killing 
mid. The river will prove more difficult to travel through as the enemy jungler has two 
entrances and commonly uses those routes when ganking mid and bot lane. 
Furthermore, the enemy jungle is a treacherous place to enter (as indicated by the red 
lines), but offers a sneaky pathway to mid lane, since that area is usually not warded. 
Experimenting with a combination of safe and dangerous pathways when roaming 
mid while taking enemy wards into consideration will greatly improve your chances at 
successfully killing or forcing the enemy mid laner to use a summoner spell. 
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Red side offers less flexibility because there are only two main pathways 
available for approaching mid lane. River offers a safe and generic path that is 
typically free of junglers while the alternative route is a dangerous bend through the 
enemy jungle. Notice that you have the option to flash over the wraith-pit to surprise 
the enemy mid laner in the event that they positioned close to their turret. To choose 
what pathway you should take near the end of your roam, observe how far up the 
enemy mid laner is positioned. Perhaps you're roaming through river and notice the 
mid laner is positioned at the middle of the lane: Alter your path and follow the red 
line near the end of your roam to sneak up from behind. Through practice you'll 
develop an intuition for knowing which pathway is best suited for the occasion. 
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Starting your roam from base leaves you with more opportunities to roam mid 
lane and the additional option of roaming top lane. Using the same system as before, 
read the diagram while observing the danger of each pathway. The most effective 



pathways may not necessarily be the most dangerous pathways. Attempt to read the 
status of each lane and make a decision on how you'll approach the lane. Only 
through experimentation and experience will you learn. Never be afraid to fail. 
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Above are the corresponding roam routes for red side. These routes can be 



used in sequence: For example, after attempting to gank top through lane, you have 
the opportunity to roam through mid on your return to bot lane. Instead of squeezing 
your way through mid while hugging your own turret, attempt to apply pressure on 
mid lane by ganking through either the yellow or red path. You may not accomplish 
anything spectacular if the mid laner had witnessed your previous gank top lane, but 
often these types of roams capitalize on the enemy's lack of map awareness. He may 
not have noticed you were roaming around and will die to a gank. 

Roams aren't always about kills; sometimes roams turn into scouting missions 
in which you acquire vision throughout enemy territory. Vision of the enemy jungler 
opens many aggression opportunities for your other lanes: Wards are powerful tools. 
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There is still danger on your scouting missions. Remember to practice the safe 
warding techniques we discussed in Chapter 3. The wards above indicate potential 
ward spots along your roam routes for blue Side. 
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Above are the corresponding ward locations when playing on red side. 
Scouting missions can take place at any time throughout the game. If you managed to 
purchase a sight ward at six or seven minutes into the game, acquiring early vision of 
the enemy jungle provides immense benefits. When your team has vision of the 
enemy jungler they can make better decisions when playing aggressively. 
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5.4 Use the Buddy System 

While long walks on the beach alone are every man's dream, they're even better 
with someone beside you. Roaming with a buddy is a fantastic way to securely ward 
deeper into the enemy's jungle and make ganks twice as terrifying. Everyone on your 
team is a potential roam partner so whenever you find yourself roaming, ping for 
assistance and communicate to your team that they should follow you. Don't expect 
your team to follow, simply let them know you're roaming and that they have the 
option to tag along. This mindset will help prevent any frustration you experience 
when teammates refuse to follow you. 




"Come out and play/' 
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Chapter 5 Recap 



Section 


What to practice: 


5.1 - Is Roaming in Your 


Roam with champions 


Blood? 


designed to kill. Blitzcrank! 


5.2 — Whose Lane is it 


Analyze the current status of 


Anyways? 


every lane before roaming. 


5.3 - Follow the Yellow Brick 


Experiment with different 
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best for your play style. 


5.4 - Use the Buddy System 


Hold hands with your 




teammates while roaming. 
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Chapter 6 - Ganks 



Junglers are all around you, lurking in the deeps, waiting for one small miss- 
step, at which point they'll emerge from the fog and devour you. Your AD is focused 
on last hitting minions and trading correctly, requiring you to be constantly vigilant of 
any ganks coming your way. How do you predict ganks before they even happen? 

6.1 Anticipating Ganks 

Developing a spider sense for ganks requires two ingredients: knowledge and 
attention. First we'll discuss the knowledge required to anticipate ganks: 

• Jungle Routes — Junglers have the ability to start at any camp with the 
current jungle system. This benefits you by nature of the linear pathways 
of early jungle routes. Junglers will rarely gank at level two due to the 
high risk of failure ruining their early game. If junglers start at their buff 
closest to bot lane (Red Buff on blue side and Blue Buff on red side), 
you can deductively know that they won't gank until three minutes and 
thirty seconds have passed. Later on during the game, you'll know 
junglers will be near their buffs during respawn time. For example, Blue 
Buff spawned and was killed at 2:05, therefore it will respawn at 7:05. 
You can predict where the jungler will be using these timers. 
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• Global Threats — This applies to both junglers and solo laners: Once 
the enemy has acquired their global ultimate, such as Pantheon, Twisted 
Fate, or Nocturne, you can bet your first born baby they'll use their 
ultimate bot lane as soon as they have the chance. There are two 
approaches to dealing with global ultimates: You can either play passive 
until the enemy decides to use their globals elsewhere, or you can 
attempt to " bait " the enemy into using their ultimates on you. This 
requires you to purposefully position far up the lane with the intent to 
immediately run back once the enemy indicates they're attempting to kill 
you. Using this technique is both dangerous and fun! Successfully baiting 
the enemy will waste their time and relieve pressure elsewhere. 

• Jungler Level — Depending on what type of jungler you're dealing with, 
tracking their level will aid you in determining where their next gank will 
be. Warwick is a great example of a jungler who doesn't pose a threat 
until level 6. Once Warwick acquires his ultimate, watch out. This 
doesn't apply to early-game junglers such as Lee Sin or Jarvan IV. 

• Success Effect — Once a jungler successfully ganks your lane, they'll 
seek to repeat their success again. Carefully ward and play passively until 
the jungler no longer considers your lane gankable, otherwise he'll keep 
returning to your lane looking to kill you again. 
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• Jungler Play Style — The final consideration is the jungler play style. 
Some junglers simply refuse to gank bot lane because of the experiences 
they've had in previous games. Other times you'll notice junglers will 
look to camp a single lane in an attempt to snowball them. If you 
encounter a jungler who insists on camping your lane, you'll have to play 
incredibly passive. Don't worry, the jungler will waste their time in your 
lane and fail to apply any pressure on the other lanes. 

The final ingredient is attention. Pay attention to the slight nuances in the 
behavior of both the enemy support and AD. Most players have a terrible poker face 
in terms of their movements and will reveal their intentions with slight changes in 
their play style. You're not looking for any behavior specifically: You're looking for a 
drastic change in behavior from either member of the enemy bot lane. Consider the 

following scenario: The enemy support 




hides behind their AD and only attempts 
to harass when their AD attempts to 
harass. They play passively for a couple 
minutes and only leave lane momentarily 
to ward. Suddenly, this coward turns into a 
courageous hero and darts toward you. 
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Behavioral changes like these typically occur when the jungler is ganking you. 
Alternatively, some supports will continuously play aggressive for a minute and 
suddenly stop harassing. They probably changed their play style in an attempt to lure 
you closer because their jungler is waiting to gank you. 

Focus on these small details and begin making judgment calls when you witness 
a pattern being disrupted: Noticing these signals and instantly reacting will save your 
skins when wards fail to spot the jungler. 

6.2 Setting Up Ganks 

Providing the right conditions for a successful gank requires knowledge of 
enemy wards and a strong poker face. There are two approaches to dealing with 
enemy vision: Either completely remove the vision with counter- warding measures 
such as pink wards and sweepers, or track the vision carefully and tell your jungler 
how to gank your lane. Removing vision will provide your jungler with clear pathways 
to gank, but if you lack any way to remove vision, you'll need to communicate with 
your jungler. There are different paths and commands you'll order your jungler 
around with depending on which locations are warded. Message your jungler while 
he's finishing camps or roaming around instead of waiting until the last second after 
he's already chosen a pathway to gank your lane. 
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Let's assume you're on blue side and the enemy has wards in the above 
locations. After tracking the enemy's wards, command your jungler to gank from a 
specific pathway. Use clear and concise terminology to quickly communicate the route 
your jungler needs to take. In this example, the blue lines would indicate that your 
jungler only has the potential to gank through lane. Type: "Gank through lane.". 
Remember that your jungler may have other plans or a play style that doesn't involve 
spending time bot lane: Allow your jungler to make his own decision while you act as 
a beacon of information that constantly feeds opportunities to him. There are a few 
other commands that you'll issue depending on the enemy's wards. 
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Type: "Tri warded, gank through river or lane." 
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Type: "Too many wards, come back at (ward expiration timestamp)." 
When your jungler responds positvely and starts moving along the path you 

have dictated, it's important to synergize your movements with those of your jungler. 

Move forward in an attempt to engage onto the enemy the exact second that your 

jungler appears in the enemy's line of sight. Move forward pre-maturely and the 

enemy will run away before your jungler can help; wait too long and you won't be able 

to follow up with your jungler. If the enemy returns your aggression, harass them 

early. Notice in each of the drawings that the success rate for a gank would increase 

the closer the wave is to your turret. Freezing the lane outside of your turret will force 

the enemy to travel a farther distance to their turret, leaving them exposed to junglers 

who have immense gap closers such as Jarvan IV, Rammus, Lee Sin, and Amumu. 
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Section 


What to practice: 


6.1 - Anticipating Ganks 


Read your opponent's body 




language and make deductions 
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6.2 - Setting Up Ganks 


Track wards and communicate 




routes to your jungler. Bonus 




points for timing wards. 
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Falling behind can be frustrating and cause us to think with our emotions 
instead of our reasoning. Everyone has games where they continuously make poor 
decisions and end up feeding all game, also known as a "bad game". Instead of letting 
your situation become progressively worse during these games, attempt to minimize 
any disadvantages and nip emotional problems in the bud. 

7.1 FeedAlert 

With the current state of technology, manufacturing and installing slapping 
robots into every American's house isn't feasible. These robots would deliver a light 
slap on the cheek whenever you begin feeding in League of Legends. Fortunately, we 
have alternatives available for you, such as FeedAlert. Every time you begin feeding, 
FeedAlert will send a pulse to your brain, alerting you of your current predicament. 

Whenever FeedAlert sends a signal, you'll need to adjust your play style to that 
of an extremely passive support. Extremely passive supports do the following: 

• Position Behind Teammates 

• Avoid Engaging, Allow Teammates to Choose Engages 

• Avoid Harassing, Allow Teammates to Choose Trades 

• Ward Cautiously 
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FeedAlert will send a signal to your brain if any of the following conditions are met: 

• Died Twice in Lane — Dying once without securing any kills or assists is 
acceptable and a situation that's easily recovered from. Dying twice without 
gaining anything in return will more than likely give the enemy a level 
advantage and an item advantage. Play passively and avoid digging yourself 
further into a hole. Ask for assistance from the jungler, and tell your AD to 
focus on farming in an effort to survive laning phase without suffering any 
more casualties. The worst decision you can make is to continue fighting and 
feed more kills: Your other lanes may be winning and can use their lead to carry 
the game and help you recover. 

• Died Twice in the Past Two Minutes - Whether you're still in laning phase 
or have been roaming around, dying twice within a short span of time will most 
likely cause frustration. Take deep breaths, splash some water on your face, 
perhaps even slap yourself a few times to re-focus. I've seen some supports die 
twice and decide to play aggressively the rest of the game instead of 
maintaining a calculated and relaxed play style. Constant aggression leads to 
more deaths and typically poor decision making. 

• Missed Enemy on the Mini-map - On the rare occasion that you die 
because you weren't paying attention to the Mini-map, continue to practice 
your map awareness as discussed in Chapter 1. 
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Supports are usually the players with the highest death count because they're 
both the squishiest champions in the game and are required to put themselves in 
harm's way in order to acquire vision, peel for teammates, or even engage. 
Supports also have the lowest income at the end of games unless someone else on 
their team performed very poorly: This means you're attempting to contribute to 
your team's victory with fewer items than everyone else in the game. Every action 
your team takes, you'll have the highest risk of dying. Staying alive is just as 
important as securing kills for your team. Unless you're testing the limits of a 
specific champion, prioritize surviving over securing kills as a general rule of 
thumb, especially when your lane starts to fall behind. 
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7.2 When to Strike 



Playing passively is only a means to prevent yourself from feeding the entire 
game. League of Legends requires a mixture of passive and aggressive decisions. The 
trick is suppressing your aggression until your team has some form of advantage over 
the enemy, and then capitalizing immediately. This section is focused around mid- 
game decision making for games in which your team is behind. 

The following concepts apply to games in which you're ahead, but must be 
followed even more scrupulously when behind. As a support, you have the ability to 
analyze the dynamics between both teams and shot call based off of these factors: 

• Numbers Advantage — As long as you can see four enemies on the mini-map, 
you can make an accurate estimate at the relative strength your squadron 
(group of allies you're with for a short duration) has over the enemy. When you 
have more champions than the enemy does in a region of the map, attempt to 
take soft-objectives, such as turrets or jungle camps. Attempting Dragon or 
Baron can diminish your team's overall health and will allow the enemy to 
easily kill you by nature of having a low health pool. Chasing enemies is not 
suggested as this leads to over-committing. Focus on objectives that your team 
can effectively secure. If the enemy contests these soft-objectives, you have the 
ability to fight them due to a numbers advantage. 
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• Vision Advantage — Making a "pick" means you caught the enemy off guard 
by killing them when they lacked vision of you. A pick is only possible by 
staying in one position and waiting for the enemy to come close enough, or by 
recognizing an enemy's path when they're spotted by deep wards and then 
cutting them off. Picks can happen all over the map, but will only be successful 
if you move through areas that aren't warded. If the enemy sees your team 
grouped up in a bush, or moving around to meet them somewhere, they'll 
change course and send more players over to outnumber you. 

• Contesting Objectives — Dragon and Baron deal massive AoE damage to 
teams and can reduce an enemy team's overall health by 30% in roughly five 
seconds. Solo queue teams are also unorganized and will make poor decisions 
when you confront them while they're attempting to finish Baron or Dragon. 
Use these opportunities to fight teams that start an objective early. The most 
efficient way to contest objectives is to 
wait until the objective itself has one- 
third of its health left: Dance around the 
enemy team instead of engaging 
immediately to allow Dragon or Baron to 
deal continuous damage to the enemy 
team, softening them up. Then strike. 

"They aren't gonna like this." 
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7.3 Ward Jammer 

When playing from behind, the enemy team will look to press their advantages 
by controlling areas of your jungle in an attempt to deny access to camps and 
pathways. Retaking these areas requires vision control and clever uses of pinks to 
ensure your team can safely farm camps while simultaneously having vision of 
enemies. You'll want to ward out far enough from the camps so your teammates have 
enough time to react and retreat should the enemies invade your territory. 
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Sweep the areas indicated by red circles and ward at the appropriate spots. 
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You won't be able to ward every single location: Either ask your team for help 
warding or distribute your wards as best as possible. Pay attention to the enemy 
team's habits. If they consistently invade your bottom jungle, prioritize warding that 
area instead of your top jungle. 

7.4 Tower Defense 

There's no shame in tightly defending your inhibitor turrets and turtling until 
your team manages to farm enough gold to have a fighting chance at team fights. 
Unfortunately, with the current advantage Baron Buff provides to minions (increased 
attack range), turtling isn't as feasible of a strategy. However, teams with strong wave 
clear still have the ability to carry this tactic out successfully. 

Turtling requires closer ward coverage and pinks to deny enemy vision. When 
the enemy has subpar vision of your base while sieging, they'll miss more skill shots, 
allowing you to turtle longer. If an inhibitor is down, there are specific locations you'll 
need to ward to ensure your team can safely shove the Super Minion waves. Taking 
these precautionary measures will provide your team with more time to stall and catch 
up to the enemy team. Focus on pinking inside your base to weaken the enemy's 
ability to poke while sieging. Once the enemy has retreated, ward farther outwards to 
secure more vision and provide safe pathways for your team to travel along. The blue 
lines in each lane indicate the maximum distance you should extend. 
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Section 


What to practice: 


7.1 


- Feed-Alert 


Avoid feeding by knowing when 






to play passive. 


7.2 


- When to Strike 


Take calculated risks and act 






aggressively when the situation 






is in your favor. 


7.3 


- Ward Jammer 
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controlling your jungle by 






counter- warding. 


7.4 Tower Defense 


Turtle in your base for a longer 



period of time by properly 
warding the surrounding area. 
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Chapter 8 - Closing Games 

In wrestling you can weaken your opponent by either dealing heavy hits, or 
wearing him out over the long run. After weakening your opponent, you'll need to 
deliver the killing blow and end his misery once and for all. League of Legends offers 
multiple strategies which serve to end games before the enemy team has any more 
chances to comeback. The sooner you destroy the enemy's nexus, the fewer chances 
the enemy has of recovering from any setbacks they suffered throughout the game. 
The term "closing a game" is used in the context of a match in which your team is 
currently ahead or even with the enemy team. 

8.1 Aggressive Warding 

Warding deep into enemy territory opens up numerous opportunities for your 
team. By nature of having more vision, you'll have more information on the enemy's 
location: This will increase your team's ability to make better decisions. For example, 
teams will typically attempt Baron late-game if three or more enemies are spotted on 
the other side of the map by deep wards. These teams know the enemy won't have 
time to react and they'll complete Baron before the enemy poses a threat. This section 
will cover common warding locations used when attempting to close games. The 
other sections in this chapter will discuss strategies directly involving deep wards. 
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8.2 Caught Red Handed 

There isn't a guaranteed way of making a pick on one of your enemies. There 
isn't a formula that tells you where to ward, where to position, where to stand your 
ground, or where to wait for the enemy. Players are constantly moving around the 
map. Sometimes they're forcing plays, sometimes they're reacting to plays, sometimes 
they fell asleep and their little brother who has never played League before decided to 
take over the controls. 

Conceptually, picks are created when you see an enemy isolated from the rest 
of his team, or recognize that an enemy will soon be isolated based on the path he's 
taking. When an enemy is isolated, you'll want to head over to his general area and kill 
him before reinforcements 
arrive. Acting too slowly will 
give the enemy time to move 
their resources and outnumber 
you. There are common 
scenarios which you'll want to 
recognize: Spotting these 
opportunities will aid you in 
shot calling. 

"Brioso! Brioso!" 
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• Overextending — AD's and top laners are notorious for overextending in a 
desperate attempt to farm waves. Often times they'll do so without any wards 
to protect them from careful observers like you. Have one or two people team 
up with you and rotate over to punish anyone overextending. Deep wards are 
especially handy in these instances, because you'll see the distribution of the 
enemy team. Occasionally one or two enemies will be en route to the player 
who you noticed was overextending: Deep wards will help you determine 
whether or not you'll be able to kill the person overextending before the rest of 
his team can respond. 

• Junglers Jungling — Junglers are most at risk from your deep-warding 
extravaganzas. Their jungle routes and gank paths will become obvious and 
you'll be able to cut them off at certain locations or even adopt a more passive 
strategy: Wait until the enemy jungler decides to gank a lane, and then counter- 
gank it. Junglers are also vulnerable when they farm camps, as they are fixed in 
a single location for a short period of time. 

• Wandering Supports — You're not the only one attempting to place down 
deep wards. Supports, and other players, will sometimes wander into your 
jungle by alone, looking to gain some vision. With deep wards you'll see these 
players coming from miles away. Either lay in wait for your pray, or move into 
position to prevent them from warding at all. 
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8.3 Pressuring Objectives 



Your three main objectives are Baron, Dragon, and turrets. Pressuring these 
objectives is dangerous, but the risk of taking them can be mitigated through 
precautionary steps, such as proper warding. You could force these objectives at any 
time throughout the game, but there are specific times when you'll have a greater 
chance at successfully and safely taking them. 

Sieging turrets is fairly straight forward. These can be destroyed at any time 
regardless of whether your team is fully grouped or not. Consider the following 
conditions before pressuring turrets: 

• Numbers Advantage — Whether you're pressuring a turret with two, 
three, or four other teammates, never siege when the enemy has more 
players defending than you do sieging. Pay attention to any enemies 
rotating in response to your pressure as they may easily flank your team 
or hard-engage before your team has time to retreat. 

• Wave Clear — Most teams have one or two champions with excellent 
wave clear, like Ahri or Caitlyn. Sieging against these champions is 
usually ineffective, so you'll need to rely on teammates to take turrets in 
other lanes while you control the enemy's strong wave clear champions 
and force them to stay in your lane. 
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• Health Pools — When your team has strong poke, you may not need to 
worry about which team has the numbers advantage. If the enemy takes 
enough poke from your team, they'll be unable to engage due to low 
health and will retreat from their turret. 




When sieging top lane turrets on blue side, you'll want to avoid being flanked. 
Ward the areas beneath you to maintain complete vision of the enemy. Always ward 
over the base wall when sieging any inhibitor turrets. Usually enemies will clear the 
initial wards with a sweeper, but they'll be unable to clear more wards unless they have 
a pink ward placed. The middle ward shown above is also beneficial for sieging the 
second tier turret in mid lane. 
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Another important ward for sieging the second tier turret mid is shown on the 
left. This ward provides great vision of the surrounding area and will allow your 



teammates to fire more accurate skill shots. While sieging the second tier turret at bot- 
lane, you have the option to ward closer (position #1) or farther up (position #2). By 
warding deeper, you'll have more information on the enemy, but sometimes you'll 
need to ward in a safer location due to something or someone threatening to kill you. 
Once again, the uppermost ward is needed for sieging inhibitor turrets because you'll 
have little to no vision on the enemy without it. Minion waves arrive in thirty second 
intervals, so having vision on the enemy while you're waiting for the next wave to 
arrive opens up more opportunities to poke. When sieging first-tier turrets, place 
wards in the same location you would during laning phase. 
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The second most dangerous objective in the game is Dragon. Attempting to kill 
Dragon during laning phase with fewer than three people will usually result in death. 
Only begin Dragon under these conditions: 

• Distant or Dead Enemies - While Dragon starts dealing damage to your 
entire team, enemies may rotate and prevent you from taking it. Only begin 
Dragon when enemies are dead, have recalled, or are far away. 

• Teamwork — The more teammates you have, the faster you'll kill Dragon, and 
the less damage your team will take. Don't attempt Dragon unless you have 
three or more teammates. The exception to this rule is if the other teammate 
has a high damage output on Dragon, such as Nunu. 

• Vision Removal — You may not be able to clear any vision the enemy puts 
down after your team starts Dragon, but you can clear the pit beforehand. 
Having vision removed a minute or two before your team begins Dragon will 
prevent the enemy from knowing when Dragon has been slain: They will be 
unable to contest Dragon when it respawns because they won't have the timer 
on it and won't be grouped. 

• Health Pools — Don't start Dragon with low health pools: Not only does 
Dragon deal AoE damage, but attempting it when your entire team has low 
health could allow a single enemy to swoop in and clean up. 
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These ward locations will cover routes that the majority of players take when 
attempting to contest Dragon. Pink wards are a necessity. 
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Baron is arguably the most dangerous objective in the entire game. Teams have 
thrown games at Baron countless times, but have also recovered from tremendous 
gold deficits due to the numerous benefits its buff gives. Baron takes an incredibly 
long time to kill, which means that the enemy has ample time to group and 
contest. Shot-calling is required to ensure your entire team is on the same page: 
When your teammates have different plans in their head, your team will become 
disorganized when the enemy attempts to contest Baron. Most teams throw at 
Baron because they're disorganized, but you can command your teammates with 
the following orders: 

• "Bait baron, don't start." — Remove all vision the enemy has near Baron 
and wait for them to re-ward the area. Instead of starting Baron, hide in the 
fog of war and attempt to pick off enemies as they approach. After killing 
one or two enemies this way, you can then begin Baron and finish it safely. 
Call for this tactic when your team isn't far ahead of the enemy gold-wise, 
but has the ability to control vision of the area. 

• "Start baron, turn if they come." — Have your entire team focus Baron, 
but expect the enemy to contest. When the enemy is in range, signal your 
teammates to turn by using your "On My Way" ping. This tactic should 
only be used when your team is far ahead of the enemy. It's a fantastic way 
to force a team fight when you're playing against teams that turtle. 
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• "Finish." — This message should be combined with pings on the Baron to 
indicate to your team they should continue to focus the Baron and secure it. 
Sometimes teams won't fully group and only send one or two members 
ahead to contest. While your team is debating whether to turn or to finish 
Baron, call to finish the Buff so your team knows they should kill the Buff 
before focusing on the enemy. This way your team will kill Baron faster 
because everyone's damage is directed at Baron. 

• "Stop." — Alternatively, you may have miscalculated your team's damage 
and Baron is taking longer than expected. Your team may have taken too 
much damage and you want to retreat instead of turning on the enemy. Use 
your "Danger" ping and have your team leave. Don't forget about those 
global ultimates either, they'll affect your decision making. 




"They disgrace 
the art of war/ 9 
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You won't always have the chance to ward every spot listed, they're only suggestions. 
When the enemy isn't contesting, you may only need to ward over the Baron wall. 



8.4 Prioritizing Objectives 



During mid-game and late-game your team will be grouping constantly. The 
following chart will help you decide which objective to pressure while grouped 



Baron 


Dragon 


Turrets 


While an enemy 
inhibitor is down. 


Enemy jungler is spotted 
on the other side of the 
map. 


Take out any first-tier 
turrets that still remain. 
These are destroyed 
quite easily mid-game. 


Three or more enemies 
are spotted on the other 
side of the map, or have 
recalled. 


Your team has the 
numbers advantage. 


Your minion wave is 
stacking and will arrive 
at the enemy turret with 
more than ten or twelve 
minions. 


After picking off an 
enemy. If you're closer 
to Baron, go to Baron. If 
you're closer to Dragon, 
go to Dragon. 


After picking off an 
enemy. 


A specific turret is low 
enough for your team to 
take without a minion 
wave, (a.k.a. tanking) 


While Dragon is dead. 


While Baron is dead. 


While Baron and Dragon 
are both dead. 


The enemy team has no 
vision on Baron. 


The enemy team has no 
vision on Dragon. 





After winning a team fight, you may be presented with the option of taking Baron or 
an inhibitor. In my experience, Baron usually guarantees you will take an inhibitor 
later, while an inhibitor will not necessarily guarantee a Baron. It's much more 
difficult to prepare the proper vision and organize your team to take a Baron than it is 
to simply group mid and begin pressuring turrets. Baron buff also provides a range 
bonus to all minions which lets you take inhibitor turrets more easily. 
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Section 


What to practice: 


8.1 


- Aggressive Warding 


Deep ward the entire enemy 






jungle to gather more 






information for your team. 


8.2 


— Caught Red-Handed 


Use deep wards to make picks. 


8.3 


— Pressuring Objectives 


Prepare objectives by warding 






the surrounding area. 


8.4 


- Prioritizing Objectives 


Shot- call for your team and lead 
them to the next objective. 



119 



The Art of Support 

Chapter 9 - Team Fighting 



Team fights are chaotic and confusing; we'll attempt to break down what a 
support's role is during them. 



9.1 To Peel or Not to Peel 



One of your responsibilities as support is to peel. Peeling for your AD requires 
you to position next to him and use spells, actives, or your body to prevent enemies 
from dealing damage to him. You shouldn't always spend time peeling for your AD 
because he may already be able to peel for himself, but there are certain situations in 
which you will want to peel: 



• Relative Strength — Peel when your 
AD is stronger than or as strong as 
the enemy AD. If your AD is weak, 
consider peeling for other teammates. 

• Mobility - Kog'Maw and Varus 
require peeling due to their lack of 
mobility, while Ezreal and Corki 
rarely need peel. 




"No problem/ 9 



• Enemy's Focus — Often times the enemies will focus targets other than your 
AD; peel for these targets instead. 

9.2 Dichotomy of Styles 

Nhat Nguyen would always say, "If I'm not the last person to die, I'm doing 
something wrong." The term support literally means something that offers structural 
integrity. In other words, your role as a support is to provide utility to your team, 
which is quite difficult to achieve when you're dead. The most common style of team 
fighting can be referred to as the "Survivor" style. Characteristics of the "Survivor" 
team fighting style include the following: 

• Passive Positioning — Allow your bruisers to establish a front line while you 
stand behind them, using them as meat shields. Follow your carries around 
when the team fight disperses with the mindset that they are more important 
than your front line. 

• Active Kiting — Constantly move your character in an attempt to dodge skill 
shots. Spend more time walking backwards and sideways instead of forward in 
order to maintain your health pool and live longer. 

• Peeling — Save your spells until your carries require peeling. Prioritize peeling 
over initiating or harassing. 
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• Calculated Aggression — When your spells are on cooldown, you'll sit even 
farther behind the front line. Only walk towards the enemy when you plan to 
use a spell, otherwise stay next to your carries and follow their movements. 

• Willing to Walk — When the team fight is looking grim, do not be afraid to cut 
your losses and walk away. This prevents the enemy from gaining even more of 
a gold advantage. 




"I knew you would do that..." 



The complete opposite style involves a much more aggressive, bruiser-oriented 

approach. Instead of focusing on surviving and peeling for your teammates, you'll act 
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similiarly to a tank, soaking up massive amounts of damage for your team. The 
"Bruiser" style of team fighting involves: 

• Front Line — Stand in front of your carries and maintain a front line for 
your team to hide behind. You'll manage the flow of a team fight by either 
pushing forward or falling backwards: Your team will follow suit because 
you're the front line. 

• Engaging — Focus on landing a solid engage for your team. Locking down 
two or three enemies in a single engage could secure a team fight victory 
from the very beginning. 

• Intercept Skill Shots — Purposely take damage so your teammates, who 
have a smaller health pool than you, can survive longer. 

• Follow Enemies — Instead of standing next to your carries, waiting to peel 
for them, actively follow the enemy until your spells are off cooldown. 
Positioning like this in teamfights allows you to lock down priority targets. 

• Willing to Die - This play style will put you at risk for dying often. Ideally 
the enemy will have attempted to focus you, so your teammates have more 
time to carry the fight. Dying is acceptable when playing with this mindset. 
If you die too quickly, consider adopting the "Survivor" style of fighting. 
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These champions excel at the 
"Bruiser" fighting style: 

• Alistar 

• Annie 

• Blitzcrank 

• Braum 

• Leona 

• Morgana 

• Taric 

• Thresh "Look at the pretty explosion! 

Don't fixate on a single play style too strictly each team fight. You'll find that a 
mixture of the two styles will benefit you depending on which champion you're 
playing and your team composition. For example, you'll rarely have to peel for a 
Tristana because her kiting is phenomenal already and her ultimate is designed as a 
self-peeling spell. If you're playing Blitzcrank, you'll notice he's incredibly tanky and 
can soak up tons of damage for his teammates, but also excels at peeling. Morgana 
and Thresh are both champions with AoE ultimates that have the potential to dive an 
enemy team and act as an obnoxious front line, but are both amazing at standing next 
to their teammates and peeling. 
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9.3 Discerning Threats, Weaknesses, and Strengths 

The first step to winning a team fight is to understand how the enemy plans to 
win their team fights. Some teams will rely on a heavily fed player to deal all their 
damage, while other teams will play towards the strengths of their team composition. 
By recognizing any threats the enemy poses, you can begin formulating a plan to deal 
with those issues: 

• Single Fed Player — When the enemy team only has one fed player, you'll 
need to focus him. This will prove difficult when facing a strong front line, so 
you'll have to either flank the enemy or ignore their front line altogether and 
push through to the back line. 

• Two Fed Players — Divert your attention to only one of the fed players, 
instead of splitting it between both. Your team should be focusing on 
whichever player lacks mobility and proves to be the easiest to kill. 

• Team Composition — There are many types of team compositions and many 
responses to each one. Here are your typical solo queue comps: 

o Full AD — These teams consist of only physical damage dealing 

champions. Buy multiple armor items and stall the game. It's impossible 
for a full AD team to win against a team stacking armor. 
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o Area of Effect - Teams with an Annie, Amumu, Morgana, Fiddlesticks, 
or Karthus are incredibly scary to team fight against. Your best bet is to 
split push as these teams are usually ineffective when forced to lane 
against players. When team fighting, keep your forces spread out and 
avoid clumping up in Area of Effect spells. 

o Pick Comp - Assassin based team comps require you to constantly 
hold hands with anyone who may easily die to an assassin. These teams 
will lose head on team fights because they are more effective when 
dueling in skirmishes (lvl's or 2v2's). Stay grouped in team fights so 
assassins can't pick off any stragglers. 

o Poke Comp — These comps attempt to slowly chip away at your team's 
overall health before committing to a full blown team fight. They'll kite 
backwards if you attempt to engage so they can continue poking. 
Chasing these teams will almost always result in you losing. Either land a 
solid engage, killing their players instantly, or wait until you have another 
opportunity to engage later. 

Look for any weaknesses the enemy team may have and capitalize on them. 
Given the frustrating nature of solo queue, you'll notice some players have given up 
or are simply playing poorly due to their own frustration. There's no shame in abusing 
players who have a weak mental fortitude. Players such as these tend to wander 
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around dangerously and constantly play aggressively. Weaknesses and the methods 
used to capitalize on them come in all different shapes and sizes: 

• Wanderers - Enemies are sometimes too adventurous and deserve to 
be punished for wandering into your territory alone. 

• Lone Wolves — These players refuse to group with their team and 
constantly split push the entire game. Group up and pressure any 
objectives; the other team will be forced to contest any objectives 
without their fifth player (4v5). 

• AFK's - Similar to Lone Wolves, there's no need to empathize with the 
enemy team for their problems. Continue to pressure objectives and play 
extremely aggressive knowing you'll have the numbers advantage. 

• Laggers — Show no mercy. Kill anyone who is lagging. 

• Weak Tanks — Certain team comps will fall of mid-game because they 
lack any tanks or failed to build defensively. In these situations, you can 
focus whoever is in the front and take them down quickly. 

• Weak Carries — When the enemy has a weak back line but a strong 
front line, you'll still be able to focus anyone you want without 
repercussions. The enemy team will have little to no damage if their 
carries are weak, so team fights will be relatively easy for you overall. 
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Observe the strengths of your team and play towards them. Some games you'll 
have an extremely strong mid or top laner, while your AD will have relatively little 
impact on the game. In team fights, instead of peeling for the AD, peel for whichever 
carry on your team is the strongest. They are the ones who will win the team fight 
through their consistent damage output: Protect them at all costs. 

When determining how to play with your team composition, refer to this list: 

• AoE Comp — Group and team fight. Wait for the enemy to clump 
together before engaging. 

• Pick Comp — Split-push and stay in laning phase as long as possible. 
Assassins on your team benefit from laning phase because they excel at 
dueling. When team fighting, look for stragglers and focus them down 
before engaging head-on in a 5v5. 

• Poke Comp — Sieging turrets and kiting back are the two main strengths 
of this comp. Never hard-engage with a poke comp; look to whittle 
down the enemy from afar before engaging or pressuring objectives. 

• Split Comp - These comps revolve around having a strong top laner 
who scales into late-game. Let the top laner push by himself while the 
rest of your team groups mid. No one can duel your top laner lvl, and if 
they send additional players there, you have the numbers advantage in a 
different lane. 
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Chapter 9 Recap 



Section 


What to practice: 


9.1 - To Peel or Not to Peel 


That is the question. 


9.2 - Dichotomy of Styles 


Perfect both the "Survivor" and 




the "Bruiser" style. 


9.3 - Discerning Threats, 


Play to the strengths of your 


Weaknesses, and Strengths 


team composition and the 




weaknesses of the enemy's team 




composition. 
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Chapter 10 - Mentality 

Mentality is often overlooked amongst League of Legends players. Players 
looking to improve are told to practice last hitting, work on map awareness, watch 
replays of themselves, watch streams of professionals, and watch streams of 
tournaments. These activities increase your game knowledge and mechanics, but your 
mentality can still hold you back. There are three main parts to mentality: 

Focus, Optimism, and Stoicism 
10.1 Goals (Focus) 

Do you have a goal? Chances are that while you're queuing up and sitting in 
champion select, you Ve been daydreaming about playing in the same game as 
Aphromoo or LemonNation; maybe you're dying to support Doublelift or Piglet. You 
may even have extremely competitive aspirations which only the LCS or World 
Championships will satisfy. What is important is that your goals and your focus in 
League of Legends lay hand in hand with your passions. The only achievable goal you 
can set for yourself is the one that you're already inspired to reach. 
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During Season 3, 1 sat at Platinum 1 for an extraordinary amount of time just 
meandering around the rift without any real goals. There was no sense of urgency to 
progress simply because I lacked any inner desire to progress; at least, until I found 
Imaqtpie's stream (former AD for Dignitas). The dude was hilarious and after 
watching him play a few games, I was determined to climb up to his MMR (Diamond 
1 20 LP at the time). After a few months, I succeeded in climbing up to Diamond 1 
and began my vicious attempts at queue-sniping Qtpie every single day. On an 
especially glorious day, we were queued up together. Of course what better way to 
celebrate achieving my goal then by supporting Qtpie with the greatest champion ever 




created: Anivia. However, the Donger wasn't strong enough and we succumbed to 
the evil forces of tryhards (A.K.A. we got crushed). We played more and more games 
and he was so enthusiastic about my Blitzcrank twerk move (only possible on the 



Piltover Customs Blitzcrank skin) that he responded positively to my duo request and 
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we spent a couple weeks duo queuing. Those were some of the best weeks of League 
I've ever played, but they weren't possible without blood, sweat, and tears. 

Climbing from Platinum 1 to Diamond 2 was relatively easy, but in order to 
queue up with Qtpie, I had to reach Diamond 1. Dl promotion series were possibly 
the most frustrating and emotionally crippling obstacle I've ever faced in League of 
Legends. I failed my promotion series approximately fifteen times and distinctly 
remember having to hold back tears during my tenth one Despite failing numerous 
times, my desire to reach Dl and play with Qtpie was so strong that it allowed me to 
maintain focus and remember what my efforts were for. 

10.2 Don't Worry, Be Happy (Optimism) 

There hasn't been a single game where my teammates played perfectly. In fact, 
almost every game I could justifiably type, "Wow you suck, luckerdog," to at least one 
person for making an embarrassing mistake. However, Summoner's Rift is like any 
other battlefield where your teammates are comrades-in-arms. They have emotions, 
moods, and disrupting morale can easily cause your teammates to miss skill shots, lose 
focus, and eventually give up. Staying positive and optimistic not only benefits your 
own mindset when times are tough, but can allow your teammates to latch onto a 
positive force and persevere. 
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How many times have you been in a situation where your team is slightly 
behind and two or three teammates start raging, flaming , and typing all sorts of 
vulgarity into chat? Fortunately, there's that one quiet player in the game who only 
types useful information and positive messages to his team. You're relieved to realize 
that at least one person can stay positive amongst the bickering. Strive to be that 
humble, positive person who doesn't attempt to argue with anyone, but rather keeps 
the peace. If your teammates are constantly arguing, don't stoop to their level; instead, 
mute the players who are causing you stress and focus on your performance. Many 
games I've muted two or three players, focused on playing well, and completely forgot 
about any drama that happened five minutes later. Muting players will relieve any 
stress that they cause and can tremendously help improve your gameplay. 

There's only one constant that will never change from game to game: you. 
Countless times I've fallen prey to the belief that by explaining to my teammates their 
mistakes and the steps needed to prevent those mistakes, I was actually improving our 
chances of winning. Quite frankly, League of Legends is an emotionally charged game 
and people will misinterpret your words when they themselves are feeling frustrated 
after making mistakes. Your only concern should be your performance, especially in 
the support role. Support is one of the few roles that doesn't rely on anyone for help 
apart from warding deep into enemy territory. The burden falls squarely on your 
shoulders whenever you make mistakes in your positioning, mistakes with skill shots, 
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mistakes with summoner spells, and mistakes with decision making. You don't have 
time to fix other players mistakes when your progression as a player requires constant 
consideration and evaluation of your own mistakes. 

We're not perfect and sometimes our emotions will overcome us. If you find 
yourself raging at your teammates limit your communication to these four topics: 

• Positive Messages (e.g. we can still win, good work) 

• Strategies (e.g. all-in when 6, do baron, invade, ask for help) 

• Timers (e.g. Graves flash 7:40, Alistar exhaust 5:30) 

• Humor (e.g. ok back - cat was playing for me, baylyfe720nosc0pe) 

103 Perception is Reality (Stoicism) 

You will encounter blood-boiling teammates who will attempt to make your 
ears steam with rage. You will lose five, six, maybe even ten games in a row and fall 
into an extreme tilt mode. Recovering from a tilt usually consists of winning one game 
and using the momentum of that one victory to carry you through the next couple 
games. Tilts are surprisingly cyclical and after experiencing a few rough ones, you'll 
begin to understand the different emotions you endure from start to finish. There's a 
philosophy known as Stoicism which preaches the suppression of your emotions, 
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allowing you to continue playing without 
emotions negatively affecting you. 
http:/ / www.reddit.com/ tj_ stoicism is a 
fantastic place to learn more. 

One of the basic principles that 
Stoicism preaches is known as "negative 
visualization", a tactic which involves 
imagining the worst possible scenario to 
garner a greater appreciation for what you 
already have. Saintvicious 's account was 
hacked during Season 1 and his ELO was 




changed to 0. Back then, the starting ELO was approximately 1200, meaning 
Saintvicious was paired with players who spent an extraordinary amount of time 
losing. Of course, Saintvicious didn't sit around feeling bad for himself; he streamed 
some of the most entertaining games during his extremely low ELO adventures. 
Imagine having your account falsely banned and losing all progress you made during 
your climb to Silver, Gold, or whichever league you're currently in. When you 
understand that your account could vanish at any given time, you'll begin to cultivate 
an appreciation towards the progress you Ve already made. Remember this saying, 
"Don't own anything that you're not prepared to lose." 
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Another common perspective covered by Stoicism is the refusal to consider 
yourself a victim. Let's list some phrases we've all heard: 

• "I always get the trolls. " 

• "My teammates always AFK." 

• "My AD never follows up; my team never follows up." 

• "Their jungler always camps me, but my jungler never comes." 

• "Lag." 

• "My teammates just suck." 

• "No one calls MIA." 



Stoicism would dictate that the correct responses to these thoughts are: 

• "I always get the trolls." - This is a situation that is out of your 
control; do not respond emotionally to that which is uncontrollable. 

• "My teammates always AFK." - Once again, out of your control. 

• "My AD never follows up; my team never follows up." — Learn to 
work with your team. With each game comes different play styles. Adapt 
quickly and adjust to how your teammates play. Easier said than done! 
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"Their jungler always camps me, but my jungler never comes." — 

Nothing prevents you from asking your jungler from help, but if he 
denies help then you're on your own; work with what you have. 
"Lag." — Overcome and adapt. Ping is unchangeable; Madlife used to 
play with 200 ping on North American servers before the Korean 
servers were released. He was still a god. 

"My teammates just suck." — If your teammates suck, then on average 
the enemy teammates suck too. Spend more time abusing the stupidity 
of your enemies than bathing in self-pity over your own teammates. 
"No one calls MIA." - You are responsible for awareness of the mini- 
map. Any help from your teammates is simply icing on the cake, not a 
crutch you should depend on. 
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10.4 Fatigue 

Fatigue is part physiological and part psychological, with both parts requiring 
special consideration. Psychologically, after playing a certain amount of games 
consecutively, your concentration levels will begin to drop. This translates to missed 
skill shots, missed CS (those cannon minions are especially tough to kill when playing 
Thresh), and delayed decision making. Depending on how accustomed to spamming 
games your mind and body is, you'll need to take a mental break from playing League 
at least every couple hours. Whether you've been winning or losing, take a half hour 
break as a refresher; this will ensure your following games yield more victories. 

If you have the ability to spend most of your day playing League, you may have 
noticed that there are certain parts of the day where you're playing and thinking at 
peak performance. Here's a typical schedule I've observed from my day-long League 
sessions: 

• 11 A.M. — 1 P.M. — Just woke up, highly concentrated, don't respond 
emotionally to arguing, high win rates. 

• 1 P.M. - 5 P.M. - Lull throughout the day, typically low win rates, will 
begin to correct teammates, respond emotionally. 

• 5 P.M. - 9 P.M. - Perfect time for duo queue, talkative, 50% win rates. 

• 9 P.M. — 2 A.M. — Tired, ignore teammates, focused, high win rates. 
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Experiment with your schedule and through experience, determine which hours of 
the day you play best. Adopt a schedule of playing League around those times and you 
will give yourself a greater advantage in terms of winning. Remember to take into 
consideration that lack of sleep will highly impede performance, so sleep for at least 
seven to eight hours. 
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Section 


What to practice: 


10.1 


- Focus 


Discover your goal; never forget 






what that goal is, it's your fuel. 


10.2 


— Optimism 


Expect the worst, hope for the 






best. Don't worry, be happy. 


10.3 


- Stoicism 


Stay cool, calm, and collected. 
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have done for you, but what you 






could have done for your team. 


10.4 


- Fatigue 


Adopt a schedule around when 



you play well, sleep 7-8 hours. 
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Chapter ll - Practice Makes Perfect 

The concepts in this book may not stick in your brain right away. Retaining the 
information requires consistent application and experimentation of each concept. 
While you can't focus on fifteen tactics each game, you'll want to focus on at least one 
or two of them, depending on how many strategies you're comfortable practicing in a 
single game. Your learning- style may differ from others, so consider the following 
methods of practice and decide which one, or combination of, will benefit you the 
most. 

11.1 Spamming 

Nothing beats sitting down and playing games back to back for four or more 
hours. Four hours provides you with enough time to fully warm-up and focus your 
concentration on just League of Legends. Practice makes perfect holds true regardless 
of your endeavor: To improve in solo queue, you'll need to put in the time and effort. 
Playing for long periods of times will help you ascertain your strong points and your 
weak points. Identifying your weaknesses is just as important as identifying your 
strengths. Seek to improve upon your weaknesses and take pride in your strengths. 

When starting out, identify a single weakness of yours. Perhaps you forget to time 
summoners, or ward Dragon: Focus solely on this weakness until you naturally avoid 
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making the same mistake. This process may take a few games, or a few weeks, 
depending on which skill you're improving upon. For example, timing summoners is a 
skill that requires constant practice and execution in order to become second-nature, 
while maintaining vision on Dragon may only require a couple games of practice 
before the process feels natural to you. 



For players who have a busy schedule, you have just as much potential to climb 
the solo queue ladder as players who spam. There's only one caveat however; playing 
only one champion will tremendously help your efforts to climb the ladder and 
improve at the same time. Commonly called "One-trick pony", with this strategy you 
have the ability to master a champion's kit. Understanding a champion with such 
depth allows you to focus on just the strategies and tactics you can execute to earn a 



victory. Players who have a wide 
champion pool typically have to 
concentrate on playing their character 
correctly instead of concentrating on 
decision making and shot calling. 
Mastering a champion removes that 
burden, leaving you with more potential 
to climb. Pick a champion you enjoy. 




"For great science/ 9 
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11.2 Replays 

Replays are an amazing tool that are highly underappreciated. Doublelift 
explained in an old interview that he would spend hours watching replays of his 
Vayne to improve upon his condemn mechanics and identify missed opportunities. 
We sometimes miss out on the most obvious of mistakes we're making when playing 
League of Legends due to any number of reasons. Perhaps we're too emotionally 
caught up in a game to recognize our poor performance, or we're only able to 
approach thinking about a concept in a limited way. 

Replays should be used to help identify what your weaknesses are. After 
discovering and working on your weaknesses, watch more replays to help determine 
whether you're progressing or stagnating. Until an official replay system is released 
(cross your fingers), you'll have to use third-party software. The most commonly used 
one is available at: 

hup:/ /www Jeaguereplays.com/ download/ 

Streams are similar to replays: There are tons of informative streams of 
professional support players who explain their thought processes behind every move. 
I highly recommend watching Aphromoo, Imaqtpie, Gosu, and Krepo to watch how 
a bot lane operates at a high-level. You'll gain insight into decision making and enjoy 
entertaining streamers at the same time. 
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11.3 Lessons 



Lessons aren't for everyone. Most professionals who offer lessons charge 
expensive rates and are difficult to learn from: You'll be so occupied by their fame 
that learning and focusing on yourself will prove difficult. The best players to take 
lessons from are players in the amateur scene who are ranked high on the challenger 
ladder. These are players that have something to prove and will do their best to teach 
you. When approaching players for lessons, ensure you have specific questions. Ask 
for their help on specific aspects of your gameplay such as warding or harassing. 
Positioning isn't something that can be taught. You must learn through experience 
what your champion is and is not capable of and how you should position based off 
of that. Whoever you take ^"iW^^^^"^^ 



identify your weaknesses and 



lessons from, ask them to 



Lessons aid that process. 



the steps needed to improve 



upon them. In the end, you 



can only learn from yourself. 




"To conquer one's self is to conquer all." 
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Section 


What to practice: 


11.1 


- Spamming 


Don't stop till you drop. 


11.2 


— Replays 


It's like watching yourself in the 






mirror, but sexier. 


11.3 


- Lessons 


Seek wisdom from your teacher; 






always ask questions. 
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Glossary 

Active — An effect that occurs when you activate an item. For example, Sightstone 
has an active that allows you to place wards down. 

AD — Stands for Attack Damage, this role involves farming in a lane with a support. 
AFK — Away From Keyboard. 

Aggro — When minions focus their auto attacks on you. 

Area of Effect (AoE) — Damage that affects an entire area, as opposed to damage 
that is dealt to a single target. 

Bait — Purposefully putting yourself in danger with the intent of luring the enemy into 
a trap. The trap could be your teammates hiding in the fog of war behind you. 
Baron — A creature that erupts from the large hole, located along river at the upper 
half of Summoner's Rift. 
Buff — A bonus to your stats. 

Blue Buff — A golem that temporarily increases your mana regeneration by slaying it. 

Camping — When a jungler focuses on ganking a single lane. 

Carry — Win a game for your team because you're very strong. 

Challenger — The highest matchmaking tier possible; only allows 200 players. 

Cooldown (CD) — The amount of time you must wait before using a spell again. 

Contesting Creeps — Forcing the enemy into a bad situation by harassing them when 

they auto attack a creep. 
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Counter-gank — Ganking a lane immediately after the enemy ganks your lane. It's 
essentially a trap. 

Counter-warding — Using sweepers and pink-wards to remove vision. 
Creeps (CS) — These are the minions that spawn from each team's nexus and march 
down every lane. CS originates from Creep Score — how many minions you've slain. 
Crosshair - Appears when you're placing a ward down. It's blue when placing a ward 
in an open location, green when in a bush, and red when on inaccessible territory. 
Crowd Control (CC) — Anything that disrupts the enemy such as snares, roots, 
silences, hooks, knock ups, binds, suppressions, slow, stuns, and taunts. 
Diving — Attempting to kill enemies while they're under their own turret. 
Dragon — A creature that spawns in the large pit, located along the river on the 
bottom half of Summoner's Rift. 

ELO — Solo queue's numbering system that ranked players before LP was introduced. 
Farming — Killing minions for gold. 
First Blood - The first kill in a game. 
First Tier - The first line of turrets. 

Fog of War — The area that's hidden from the enemy unless they ward. 

Freezing — Holding a minion wave in place by refraining from autoing the minions 

until they're just about to die. 

Frost Queen's Claim - An item designed for supports; deal additional damage and 
earn gold for each auto attack on an enemy champion. 

150 



The Art of Support 



Gank — Entering a lane with the intent to kill the enemy. 

Global Gold — Gold that originates from global sources such as turrets or Baron. 
Harassing — Damaging enemies with your spells. 
Hyper-carry — A champion who scales incredibly well into late-game. 
Invade - Marching into enemy territory. 

Jungler — A role which primarily includes farming jungle camps, ganking lanes, and 
smiting Baron or Dragon. 

Kit — The synergy between all four spells of a champion. 
Kiting — Actively moving your champion to dodge skill shots. 

Laning Phase (Early-game) — The first fifteen to twenty minutes of a game where 
both teams are primarily focused on farming minions instead of grouping for 
objectives. 

Late-game — The period of time where some or all players have reached a full build, 

meaning they have six completed items in their inventory. 

LP (League Points) — Measurement by which players are categorized. 

Melee — Champions whose auto attack range is extremely short. 

MIA (Missing in Action) - Used to inform teammates your lane opponent is gone. 

Mid (Mid laner) — A role in which the player farms mid lane and attempts to carry 

the game by snowballing. 

Mid-game - The time period after laning phase, before players reach full build. 
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Mini-map - A map that provides real-time information located at the bottom of your 
screen. Keep one eye on it at all times. 

MMR (Matchmaking Rating) — Measurement by which players are ranked. 
Pick — Killing an unsuspecting enemy when he's isolated from his team. 
Ping (latency) — The delay between performing an action and the game responding 
based off of your connection to Riot servers. 

Ping (signal) — A sound and signal that appears for your entire team. Use by pressing 
the G key and then moving the mouse either up, down, left, or right. 
Poke — Long distance spell shots. 

Pressure - The amount of threat each lane has to deal with. 

Pulling the Lane — Allowing the minion wave to push towards your turret. This only 

works when the enemy minion wave has more minions than your wave. 

Raging (Flaming) — Typing derogatory remarks to your teammates. 

Range Indicator - Shows how far a ward can be placed. 

Ranged — Champions who can auto attack from a long range. 

Rank — Each basic spell has five ranks. Ultimates typically have three ranks. 

Recall — Teleporting back to your base with the recall function, B. 

Roaming — Leaving lane to apply pressure in other areas of the map. 

Second Tier — The second line of turrets. 

Shoving — Pushing a minion wave out by killing all the minions quickly. 

Sightstone — An item that holds up to four wards which you can place at any time. 
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Skill-shot — A spell that must be aimed before being used. 
Snowball — Becoming very strong, very quickly. 

Solo Queue — A matchmaking mode in which teams compete to gain LP. 
Squishy — Champions with a small health pool and low defensive stats. 
Steal — Securing an objective when the enemy had the positional advantage, such as 
Baron or Dragon. 

Stealth — Some champions can become invisible. While invisible, these champions 
can only be revealed by pink wards or Upgraded Sweepers. 

Summoner Spells (SS) - Each champion is allowed to take two SS with them each 
game; these are powerful spells with high cooldowns. 

Super Minions — Powerful minions that spawn when inhibitors are destroyed. 
Support — The role that involves laning with the AD, refraining from farming, and 
providing vision and utility for your team. 

Targons — An item designed for supports; upon killing a minion you share the gold 
with a teammate while also healing him. 

Throw — To lose your lead over the enemy team by making a huge mistake. 
Timers — Messages in chat that record when objectives will respawn or when 
summoner spells will be off cooldown. 

Trade — When two champions from different teams attack each other for a brief 
second or two, the interaction is considered a trade. 
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Trinkets - Items held in your extra inventory slot; yellow trinkets allow you to place 
temporary wards, red trinkets allow you to clear enemy wards, and blue trinkets give 
you vision of a distant location for a few seconds. Most references to trinkets are 
mentioning the yellow one. 

Top (Top laner) — A role in which the player farms top lane and attempts to either 

provide a front-line for his team, or carry the game by snowballing. 

Tri-bush — The bush above bot-lane's first- tier turret (blue side). 

Turtling — Defending inhibitor turrets and shoving waves out while the enemy sieges. 

Ultimate (Ult) — An extremely strong spell that nearly every champion has in their 

kit; usually on a long cooldown. 

Upgraded Sweeper — Red trinket upgrade that provides vision of enemy green wards 
and stealth champions. 

Warding — Placing wards around the map to gain more vision for your team. 
Winning Lane — When your AD earned more gold than the enemy AD. 
Zoning — Pressuring enemies off the minion wave so they're unable to farm. 

Flashcards 

Print out the following pages and cut out the cards. Fold the cards in half along 
the line so you can flip them over while learning the timers. Summoner spells are 
probably the most difficult to learn, so focus on memorizing those first. 



154 



• • 

o 
o 


Baron 

0 Fold along line 




6:00 


Dragon 








• • 

O 
O 


[ue/Red 
Buff 



o 
o 



T 

I 
I 
I 
I 



T 
I 
I 
I 
I 



P 

gr 



o 



o 
o 



I 

I 
I 
I 
I 



3? 



o 
o 



o 
o 



O 



O 
O 






O 



O 
O 



• • • • 



• • • • 

O O 



T 

I 
I 
I 
I 



T 
I 
I 
I 
I 

± 

T 
I 
I 
I 
I 



O 



PC 



O O 



O O 



T 
I 
I 
I 
I 

I 
I 
I 
I 
I 



org 

p 




The Art of Support 
Acknowledgements 



I, Pseudonaut the Great, hereby recognize the following individuals as awesome: 

oNiChaN-xD - Artistically gifted, this Spanish illustrator drew the beautiful pictures 
scattered throughout The Art of Support. He has a unique style and is friendly to work 

with. Check out his portfolio at: http:/ / onichan-xd.deviantart.eom/ 

Shayne "Nyss" Fletcher - Perfect for bouncing ideas off of and skilled at creating 
detailed images depicting ward locations, roam routes, and everything else, this 
fantastic friend has been through and through a massive help while writing. 

Elle "LadyHardcore" Thibeau — Provided excellent analysis of my writing and aided me by proofreading. She's the wind beneath my wings. 

My Brain — Without this old thing rattling around in my noggin', this book would 
never have come to fruition. Shout-out to all my other organs as well. 
Fabbbyyy — The most entertaining AD to duo with. If you're ever going to play in 
the competitive scene, you need to "Get up, stand up! Stand up for your right." 

Watch him stream at: http:/ / WWW.twitch.tv/ fable687 

NintendudeX — Highly skilled jungler who needs to keep the fire inside him alive so 
we can watch him dominate at LCS. Shout-out to Team Fusion. 
BigfatLP — This guy is the smartest mid-laner I've ever played with and his 

mechanics are amazing. Watch him play with cats at: http: / / WWW.bigfatlp.net 



161 



